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INTRODUCTION 


WHAT IS AEON TRESPASS: ODYSSEY? 


Aeon Trespass: Odyssey is a game about adventure, exploration 
and fierce battles against giant monsters. It’s a cooperative board- 
game experience for 1—4 players played over multiple sessions 
making up a campaign called a Cycle. It combines elements of both 
adventure and civilization-building games. You will travel around 
Ancient Greece aboard a giant city-ship known as the Argo, go on 
adventures, develop new technologies, craft new weapons and 
gear, train your Argonauts, create new Titans, do battle with Pri- 
mordials, and much, much more. 


You win by following the story and defeating its main villain (or 
villains) or solving a crisis. You lose if your crew abandons you, 
your ship gets destroyed, you tempt fate too much, the villains ful- 
fill their own plot or time runs out. There are many ways to lose, but 
only a handful of paths to victory. 


During Battles, you must cooperate to defeat a giant Primordial 
boss type monster controlled by a sophisticated Al system. Out- 
side of Battles, you Voyage across a region of Hellas, exploring, 
gathering resources, advancing your knowledge and engaging 
in diplomacy. And, of course, you go on Adventures! These use 
choice chain and choice matrix mechanics to track your decisions 
throughout the game. These decisions matter and will have a dras- 
tic impact on your campaign, as well as future play sessions, cam- 
paigns and playthroughs. 


Aeon Trespass: Odyssey is not a legacy game, but it uses some 
legacy systems such as gradual mechanic introduction, secret con- 
tent and consequences for subsequent playthroughs (no compo- 
nent destruction though!). There are several Cycles in the game 
box, each with its own distinct story arc, feel, and mechanics. The 
Cycles create a greater narrative whole and lead into each other, so 
you should start with Cycle I: Truth of the Labyrinth. 


All in all, Aeon Trespass: Odyssey offers hundreds of hours of 
unique game content, countless secrets to uncover and an unprec- 
edented scale. Take it slowly and savor the journey. We've thought 
long and hard about what to call this genre-bending game. At the 
end of the day, it defies strict categorization. It’s simply an Odyssey 
game! 


USING THIS BOOK 


This Rulebook is not meant to teach you the basics of Aeon Tres- 
pass: Odyssey. If you are new to the game, use the Learn to Play 
book instead and play the Tutorial that will introduce game ele- 
ments and rules necessary to start playing step by step. 


This Rulebook is meant as a reference for specific rules, providing 
a detailed explanation, additional examples and clarification. The 
Rulebook has been divided into sections, including the rules for the 
main Phases of the game: 


1. Important Game Rules: All the basic game information, includ- 
ing player characters, main statistics and win/lose conditions. 


2. Campaign Basics: A detailed breakdown of the Campaign 
Round with all the Steps and Phases. 


3. Voyage Phase: Rules concerning the Voyage map and all the 
game elements connected to it. If you are currently not resolv- 
ing any Encounters on the Battle Board or going on an Adven- 
ture, you are in the Voyage Phase. 


4. Adventure Phase: Rules concerning Adventures, be they Main 
Story, hub adventures or even R&R! If you are currently reading 
through a Storybook passage, you are in the Adventure Phase. 


5. Battle Phase: Rules concerning Battle encounters. If you are 
currently resolving a Primordial encounter on the Battle Board, 
you are in the Battle Phase. 


6. Mnestis Theatre: All rules concerning the Mnestis Theatre game 
mode, including the Tree of Knowledge and Mnestis rewards. 


NOT; OPEN; SECRETA ENVELOPES!‏ \ ספ 


Important! There are a number of sealed envelopes in the game 
box. Do not open these unless specifically instructed to! If you're 


not sure you're instructed to open an envelope, you aren't! Don't 
spoil the fun for yourself! These are spread throughout all three 
Cycles and you might not even encounter them on your first play- 
through, so be patient! 
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INVERTED COMBAT PARADIGM" 


In Aeon Trespass: Odyssey, battles don't wind down, they heat up. 
Bruises and wounds don't make the Titans weaker, they make them 
soar! Primordials don't just get beaten, they power up! 


The combat has a distinct heroic flow that's always on the uptake. 
You are playing heroes facing unimaginable evil, you will not back 
down and you will not be stopped. Each time you fall, you will stand 
up stronger. Each time you're knocked back, you'll punch harder. 
There's no defeat snowball effect: no negative modifiers that keep 
stacking up, hindering your options and making you a glorified 
spectator. There is always a chance at a comeback; the closer you 
are to death, the more powerful you become. This is the heart of 
the Triskelion system: against all odds, you will triumph! 


The Primordials also have their own comeback mechanic: the more 
you hit them, the more dangerous and deadly they become! This is 
what we call Escalation. The longer the Battle rages on, the more 
wounds they gain, the harder to defeat they become! This means 
that a Primordial is truly defeated only when the last wound is 
dealt! 


This dance is what makes the Battles of Aeon Trespass: Odyssey 
exciting. Victory is never assured, defeat never inevitable. You 
must be on your toes at all times and use all the options at your 
disposal. 


COMPONENTS 


15 Titan Miniatures 


0 


36 Modifier Tokens 


12 Interchangeable Parts 


SL 8 
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3 Voyage 
Miniatures 


56 Kratos Tokens 


28 Story Tokens 


ESCALATING WORLD 


Just like the battles, everything in Aeon Trespass: Odyssey im- 
proves and becomes more powerful over time. Primordials grow in 
levels, you advance your technology, discover your past selves, the 
exploration deck becomes more rewarding. 


HARD CO-OP 


Aeon Trespass: Odyssey is a cooperative game about a band of he- 
roes facing a world full of monsters. Co-op is a big focus, but we 
wanted to take it to the next level. We achieved this through co- 
op actions. Basically, when you attack, it’s sometimes more about 
creating an opening for another player or creating a “chink in the 
armor" of the Primordial, than it is about dealing a Wound. 


GAME ABOUT CONSEQUENCES 


The stories we tell have a tangible influence on the gameplay. The 
narrative and mechanics of Aeon Trespass: Odyssey are intercon- 
nected—analyzing prevalent themes in each Cycle may help you in 
your journey, so pay attention! 


Card ID Numbers 

Each card (except Map tiles) in the game has a unique ID number that will help you track 
it. The following ID Numbers, though, are rather conspicuously missing: 0265, 0363, 0365, 
0414, 0433-0445, 0449-0463, 0484, 0504-0516, 0518-0521, 0542, 0561-0562, 0606- 


0621, 0677, 0698, 0711-0714, 0716-0723, 0745, 0766-0767, 0769-0779, 0802, 0821, 
0823-0826, 1052-1058, 1061-1069, 1091, 1150-1157, 1159-1169, 1239-1240, 1282, 
1327-1328, 1330-1342, 1385-1388, 1489, 1680, 1682-1694, 1773-1791, 1815, 1820- 
1823, 1870-1873 
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TRESPASS 


RULEROOK 


Rulebook and Learn to Play 


You probably noticed the giant Helios min- 
iature in the game box! It’s not a Primordial 
and will not be used directly in gameplay, 
except as a marker. This is a collectible 
miniature from an unreleased resin line we 


included in the game to thank all our back- 
ers for their support and patience as we 
delivered this massive game! The miniature 
is thus designed to replace (if you so wish!) 
the original cardboard Priority Target 


marker. It can also be used as a Party Lead- 
er marker during adventures, to showcase 
the burden of responsibility! Helios watches 
and judges! 


Introduction 5 


AEON 


TRESPASS 


א . 


ABYSSW 


HERODOTUS 


DREAMWALKER. 


€ v oo u. 


TwuTt 


yr THE LAM 
€ Р 
изу 


170 Secret Cards 


SONG OF 
HOPELESSNESS 


M0308 | 


INSULTED 
TRAIT 


You may immediately pd 
Bonus Attack! 

1f you have the Knoc 
(falling down) Condit 
immediately stand up 


h goes trom zero toten in a heal 
doe the punches keep on co 


msi 


Target: Closest Titan in front, | 
Target: Closest Titan in sight 


° BOGS: 
Each hit deals 1 


* 
Pushback 3. 


ALPHA TEMENOS 


< MwioRTR 


HEKATON 


233 AI Cards 
THE RUNT 


eT 


oe‏ גי 


Pushback 2. 


During the second ability wil 
additional Opening or Break 
in the Kratos Pool. 


199 BP Cards 
12 Primordial Sheets 


20 Divider Cards 


4 You are 


4 You cannot mi 
attack or use ac 
unless tated oi 


immediate 
any other hit effects a 
proceed to After Atta 


Q JAPETAN STRAIN 
1-3 ` 


[uu] 


End of your turn: 
You may test Courage (ЧИ 
Success: Discard this car 


s. CONDITION KRATO 


6 Kratos Cards Р 
70 Map Tiles 


13 Argonaut Cards 
27 Pattern Cards 


"OON 


PEN UNTILT 


SINGLE WOUN’ 
DOUBLE WOUND 


10 Single/Double 
Wound Cards 


6 Introduction 


FATE WORSE 
THAN DEATH 


Gain this card and the @ Priority 
token (even if someone has the M| 


Death Traun 


sm CONDITION MOIRC 


8 Moiros Cards 


posoro DONOron 
PEN UN 
NTL TOLD Topo 
250. 


8 Secret Envelopes 


1 Р Өр 

а 830 Mini American (41 х 63 mm) + 747 Stand 

pene T. (63,5 x 88,9 mm) 4 54 Tarot (70 x 120 em 
mall Square - Map Tiles (70 x 70 mm) ü 


IMPORTANT GAME RULES 


Aeon Trespass: Odyssey is a big game, so it's easy to get lost. 
That's why we've taken some of the most important game rules, 
the golden rules if you will, and put them in a section of their own 
here, at the start of the Rulebook! 


CRUEL FATES RULE 


If you are unable to find the answer to a rules or timing conflict, re- 
solve the conflict in the manner that the you perceive as the worst 
possible at that moment, and continue with the game. 


RULES PRECEDENCE 


In case of a rules conflict, cards and sheets take precedence over 
books. Cycle-specific rules found in Storybooks take precedence 
over the Rulebook. Specific rules take precedence over general 
rules. 


GAME ELEMENTS 


Game elements include all physical components of the game as 
well as story passages and notes. 


GAME PHASES 


If you’re not in the Adventure Phase or the Battle Phase, you’re in 
the Voyage Phase. 


IMMEDIATE EFFECTS 


If an effect is followed by the word immediately it must be resolved 
the moment it is triggered and takes precedence over any other 
lingering effects as well as overruling any conflicting rules. 


IGNORE AND DISABLE 


Many game effects will instruct you to “Ignore” or “Disable” other 
rules, effects or game elements. 


When you are instructed to ignore something, you simply do not 
resolve any of its effects. 

If the ignore effects is activated, it affects only a specific instance 
(e.g. “ignore this gain,” “ignore this loss”). If the ignore effect is 
passive, the game element is ignored whenever the ignore effect 
is triggered (e.g. if a Titan has a weapon with an “ignore Wound 
Responses” effect, this Titan ignores Wound Responses whenever 
it is using this Gear ¢ card as an active weapon). 


“Disable” on the other hand completely deactivates a rule, effect 
or game element. When you are instructed to disable something, 
all Titans as well as the Primordial ignore this effect (or all effects 
associated with it in case of rules and game elements). Unless in- 
structed otherwise, Disable lasts until the end of Battle. 


INSTEAD 


The word “Instead” always implies that the corresponding effect is 
resolved in place of a different effect. 


If the effect resolved “instead” is an improved or otherwise modi- 
fied variant of another effect, it replaces this effect only and does 
not influence any other effects of this element (e.g. “Opening 2 in- 
stead” on a Gear $ card means that the value of its original “Open- 
ing” keyword changes to 2, but the rest of its ability box remains 
unchanged). 


If the effect resolved “instead” is triggered by an effect you are 
“about to” resolve, it substitutes this effect (e.g. an effect that 
states “When you are about to die from an Instant Death effect, 
resolve an Obol Draw instead”, the original Instant Death effect is 
ignored and the player resolves only the Obol Draw effect). 


MAY 


If an effect includes the word “may”, it is not mandatory and you 
can choose not to resolve it. All effects that do not include the 
word “may” must be resolved to their full extent (if possible) each 
time they are triggered. 


Resolve all parts of an effect that can be resolved, while skipping 
any parts that are impossible (i.e. if an effect instructs you to “lose 
-1A and stand up” when you are not knocked down, you still lower 
your Д. Similarly, if your Д is already 0, you cannot lower it fur- 
ther, but you still stand up if you are knocked down). 


Note: Active abilities (both Titan and Technology) are only trig- 
gered if you decide to pay their cost. When you do, however, you 
must resolve the entire ability text unless preceded by the words 
“you may." To learn more, see Ability Usage (p. 60) and Technology 
Usage (p. 18). 


RESOLUTION ORDER 


If more than one effect is triggered at the same time (e.g. “End of 
Primordial Round", *during the second ability window", etc.) you 
can choose the order in which these effects are resolved, unless 
explicitly stated otherwise. If any of these effects invalidate the 
conditions triggering another pending effect, that effect is no 
longer resolved. 


Example: An Earthshaker Titan has an ability that allows you 
to place 1 Opening and 1 Break token into the Kratos Pool if 
you're attacking the Primordial while the Kratos Pool is emp- 
ty. You also have a Mnemos сага that grants -1 W when at- 
tacking while the Kratos Pool is empty. If you decide to resolve 


the Mnemos card first, and then place tokens into the pool, 
you benefit from both of these effects. If, however, for some 
reason you did not want to lower your W) value, you could 
instead resolve the Earthshaker's ability first, invalidating the 
Mnemos card ability. 
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DICE 


Custom d10 dice with numbers and the w 


Aeon Trespass: Odyssey uses two types of dice: 
symbol, used for Attack Rolls, Evasion Rolls, 
Tests and other miscellaneous Rolls. Treat 


Б. ; a 
5 the w result as а ‘10. A natural (i.e. before 


applying any modifiers) ‘10’ on a d10 is always a success (or a hit 
in case of an Attack Roll) whereas a natural ‘1’ on a d10 is always a 
fail (or a miss in case of an Attack Roll). These dice are not limited. 
If you would ever be required to roll more d10 dice than provided 
in the game box, substitute them with regular d10 dice or re-roll 
the dice as many times as necessary, noting the previous results. 


Custom 16 dice with € and А 
results used for Power Rolls 
and Armor Rolls. These come 
in three different colors (see 
Power Dice Tiers, p. 50) and they are limited by the number of dice 
provided in the game box (see Power Dice Limit, p. 50). Each Pow- 
er die has a different spread of symbols: Power X, potentials A 
and @. Don't worry about the @, you will learn about them one 


day... / 4 / 


Power symbol 


Potential symbol ??? symbol 


DICE RE-ROLLS 


Many effects will allow you to roll some of the dice again if you 
are not satisfied with their result. All of these effects are referred 
to as re-rolls. During a single roll, each die can only be re-rolled 
once. You must declare all dice you wish to re-roll before you per- 
form any of these re-rolls. If multiple players perform their rolls at 
the same time (for example when the text states “Each Argonaut 
tests"), they must all declare whether they want to re-roll their dice 
before any of them performs a re-roll. 


FATE RE-ROLLS 


Gaining Fate W is the most common way of re-rolling 410 dice. 
The following rules apply to Fate Re-rolls: 
+ You must gain 1 W for each die you decide to re-roll. 


* Using QJ, you can re-roll Attack Rolls, Evasion Rolls and Tests 
(see p. 31). 


+ Using QJ, you cannot re-roll Power Rolls, Armor Rolls and any 
other roll not listed above. 


+ То re-roll an Argo Test you must gain Argo Fate УУ instead 
(see p. 31). 


CHOOSING A RANDOM ELEMENT 


When you are asked to choose a random element, perform the fol- 

lowing: 

* Random Argonaut: Roll one d10 for each Argonaut. The lowest 
roll designates the randomly chosen Argonaut. 


* Random direction: Draw the top card from the Minor Trauma 
deck. The arrow in the bottom left corner designates the ran- 
domly chosen direction. If it shows С, you may instead choose 
a direction. Place the drawn card at the bottom of the deck. 


* Random card: Draw the top card from the indicated facedown 
deck. If the designated cards do not form a deck, shuffle them 
together and draw one. 


* Any other random element: Roll one d10 for each of the indi- 
cated elements. The lowest roll designates the randomly cho- 
sen element. 


SECRET DECKS 


There are several Secret 
Decks in the game! A Se- 
cret Deck is separated with 
| two Divider cards, one in 
the front and one in the 
back. When you are instructed to draw from a Secret Deck, always 
start looking from the front Divider, by revealing the bottoms of 
the cards (these have the ID numbers, see diagram). 


MOIROS SECRET CARD 143 


CAMPAIGN BASICS 


THE ARGO 


The Argo is the giant mysterious city-ship made of metal that you 
use to move around Hellas. The Argo holds many secrets, some 
of which will be revealed during the main story, while others are 
restricted to Inward Odyssey progress (p. 27) or are hidden even 
more securely... 


In the game, the Argo is represented by the Argo miniature that 
you move on the map. The Argo miniature is always on a Map tile. 


ARGO SHEET 


The Argo Sheet serves as the main means of tracking your cam- 
paign progress, resources, diplomacy, available Titans and other 
campaign statistics. Whenever you gain or lose any of these sta- 
tistics, adjust their value in the corresponding section of the Argo 
Sheet. You will find a print-friendly version of the Argo Sheet at 
the back of every Storybook (they’re different), as well as on our 
official website. 
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TIMELINE 


The Timeline serves to organize your campaign, giving it a defini- 
tive beginning, middle and end. Game time is measured in days and 
each day is a Campaign Round. The Timeline has some fixed events 
on it, while other events will be added by the players. 
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PROGRESS AND DOOM 


To succeed in a campaign of Aeon Trespass: Odyssey you will be 
required to complete various tasks designated by the Story cards. 
Many of them will require you to collect Progress w represented 
by the "v tokens. For each Progress you gain, you must place 1 w 
token on your current Story card or the Inward Odyssey card (see 
Inward Odyssey on p. 27). Progress is primarily gained by explor- 
ing the map and resolving Adventures. 


Doom A is the opposite of Progress. For each /À you gain, you 
must place 1 token on your current Doom card. These cards 
represent the encroachment of evil forces. Reaching the end of the 
last Doom card will inevitably lead to your failure. 


Note: Some rare effects may cause Unavoidable A- It means that 
this A gain cannot be mitigated or lowered in any way. 


Yow 


V 


Progress token 


Doom token 


BASIC ARGO STATS 


The Argo Sheet tracks various statistics throughout the game. 
These will be described as they become relevant throughout this 
Rulebook and the various Storybooks. However, a few key statis- 
tics are important enough to warrant a separate section. These are 
collectively called Basic Argo Stats and include Crew Ж, Hull 62, 
Argo Fate V and Argo Knowledge (hj. 


à. Arco ₪ 
KNOWLEDGE 


Story Carp DE Doom Carp DE Map Tite GE 


Y 4 ae 


= Hu € 5 bap 35 251 E o» коок 
Sp Apap oe 1p Opp eae 


a STRANGERS 


— Crew Ж 6 


AA Limit 
/ 


Campaign Basics 9 


~ Crew represents the strength of the able-bodied members of 
N the Argo’s crew, be it sailors, warriors, philosophers, academ- 
ics and so on. A high Crew value (6 for Cycle I) means the city-ship 
is fully staffed, while a low value (such as 1) means it's run by a 
skeleton crew. Losing too much Crew will lead to a campaign loss 
(see Campaign Win and Lose Conditions, p. 10). 


e Hull represents the integrity of Argo's hull, its general sea- 

worthiness. A high Hull value (5 for Cycle I) means the city- 
ship is running at full capacity, while a low value (such as 1) means 
it's close to sinking. Losing too much Hull will lead to a campaign 
loss. 


w Argo Fate represents the collective destiny of the Argo and its 

crew. The more you try to bend the fates in your favor, the 
more resistance the Moirai will put up. Unlike Hull and Crew, and 
exactly like the Triskelion stats (see p. 11),a low Argo Fate value (0) 
means you're doing great, while high value (such as 9) means 
you've pushed your luck too far and can expect a reckoning. Gain- 
ing Argo Fate over 9 will lead to a campaign loss. 


eh Argo Knowledge represents the collective knowledge about 

the Argo and the state of the world. It's a cumulative stat that 
will only ever go up. Argo Knowledge is directly tied to the Inward 
Odyssey Story card. Whenever you gain an Argo Knowledge point, 
you will trigger the next Inward Odyssey adventure. During each 
Cycle you can gain a maximum of 20 Argo Knowledge, with each of 
these tied to a unique adventure. When you finish one Cycle and 
start the next one, you will skip all unresolved adventures and 
move to the next Inward Odyssey card, so be sure to collect that 
knowledge! 


CAMPAIGN WIN AND LOSE CONDITIONS 


The players' ultimate goal is to reach the end of the current Cy- 
cle's plot, represented by its Story cards. As the story unfolds, your 
goals should become clear. You only win if a Story Paragraph ex- 
plicitly says so. 


There are, however, quite a few ways for the Campaign to end in a 
game over before the Argonauts reach their objective. These include: 


+ Resolving the last Doom card of the Cycle. 


+ Losing all Crew M. or Hull 65; this means the У or È stat 
goes to 0. It's generally easier to lose and gain % than it is to 
lose and gain &. 


Gaining Argo Fate X" over 9. 


Getting to the end of the Timeline. 


+ + + 


Initiating a Battle with 0 Titans aboard the Argo. 
* Other narrative-related events. 


When you reach some of the conditions listed above, the game will 
direct you to a story paragraph that informs you how to proceed. If 
you are not directed to a specific paragraph, see Campaign Loss in 
your current Storybook. 


THE ARGONAUTS 


In Aeon Trespass: Odyssey, players take the roles of newly awak- 
ened Argonauts, the only people capable of controlling the mighty 
Titans. There are always exactly 4 active Argonauts, no matter 
how many players take part in a campaign. If you play with a small- 
er group, distribute the Argonauts between players as evenly as 
possible. The player controlling a given Argonaut always has the 
final say in all decisions regarding that Argonaut. 


Each Argonaut uses a separate Argonaut Sheet, an Argonaut Por- 
trait card (with a Skill bonus) and a Triskelion dial. There are no 
Argonaut miniatures! 
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When they are awakened, the Argonauts are amnesiacs, with no 
recollection of their prior life. However, during the game, they will 
acquire Mnemos cards that show them glimpses of their past (see 
Mnemoses, p. 29). They may also acquire Fated Mnemos cards, 
which represent specific traumas or vices. 


During Battles, the players will use their Argonauts in conjunction 
with a Titan Sheet (see Titan Sheet on p. 44). 


ARGONAUT SHEET 


The Argonaut Sheet, just like the Argo Sheet, is used to track pro- 
gress, but for a given Argonaut. Here, you will write your char- 
acter's name (from the Argonaut Portrait card or one devised by 
you) and keep track of your Mnemos and Fated Mnemos cards and 
their respective progress, your Skill bonuses and note any unusual 
things, boons and penalties that may apply to your character (you 
put these under Boons, Afflictions and Notes). 


The Katharsis space is only used once you reach the end of a Mne- 
mos storyline (see Resolved Mnemoses and Katharsis on p. 30). 


The Triskelion space is used to save your Triskelion stats between 
game sessions (see below and Saving the Campaign on p. 22). 
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ARGONAUT DEATH 


Unlike many other adventure games, your heroes are not immortal 
and Argonaut deaths, though rare, will happen. In such a case, con- 
sult the Rude Awakening Special Event of your current Cycle, it will 
instruct you on how to create a new Argonaut. 


Remember that your Argonaut dies only when explicitly stated or 
when any of their Triskelion stats goes over 9 outside of Battle (see 
Triskelion p. 11). 


Important: Never discard or destroy the Argonaut Sheets of de- 
ceased Argonauts, as some events might reference them later! 


ARGONAUT RETIREMENT 


Some story effects may cause an Argonaut to leave the Argo. 
When it happens, take a new Argonaut Sheet, draw a new Portrait 
card (or simply choose a Skill you would like to apply the +1 bonus 
to) and draw a new Mnemos card from the Mnemos Vault. 


ARGONAUT SKILLS 


Each Argonaut has six Skills: Courage, Cunning, Endurance, Fury, 
Will and Wisdom. These will be used during various tests, both in 
Adventures and Battles. They start with a +0 modifier, meaning you 
neither add, nor subtract anything to/from your roll, but may go up 
or down as a result of other effects. The most common source of 
Skill bonuses are the Argonaut Portrait card and the Mnemos cards. 
The most common source of Skill penalties are the Fated Mnemos 
cards. 


TRISKELION 


The Triskelion is the heart of Aeon Trespass: Odyssey and the key 
component of the Inverted Combat Paradigm™. It’s a triple dial 
that represents the union of Mortal (Danger Д), Divine (Fate W) 
and Titan (Rage C)) elements that make the junction between Ar- 
gonauts and Titans possible. As such, these 3 statistics are shared 
between the Argonaut and the Titan they choose to take into Battle. 


Unlike typical stats, these three are always in flux. They are mainly 
used in Battles (they will go up as a result of getting hit, attacking 
and using abilities), but you may also use, gain or lose these from 
various effects during Adventures and other parts of the Voyage 
Phase. 


Triskelion stats always reset back to 0 after each Battle. 


Triskelion 


Whenever you gain or lose Д, ЧИ or C), simply rotate the appro- 
priate dial by the corresponding amount. 


The Triskelion stats can go from 0 to 9. In general, you want them 
as high as possible because that means you're using your potential 
to the fullest. However, the higher they are, the closer to despair, 
darkness and death you are! Being forced to raise any of them over 
9 will always have dire consequences: 


* During a Battle, it may lead to a Titan death or other grim effect 
(see p. 56). 


+ Outside of Battles, it will always lead to an Argonaut death! 


Therefore, you cannot voluntarily gain Д, ЧИ or О if it would take 
you over 9. 


A Danger: Represents the rising threat of death. You gain À 
when you are attacked and also through suffering other nega- 
tive effects. Note, however, that many abilities and Gear cards be- 
come more powerful when you reach a certain À value (you may 
even ignite a spark of the Old Gods inside you!). In Battle, raising À 
over 9 usually causes an Obol Draw (see p. 42). 


qp Fate: Represents the extent to which you oppose your destiny. 
You can gain ЧИ to re-roll your dice and to pay for powerful 
abilities. Be warned though, high W may enable additional negative 
effects from Primordial Attacks. If you would have to raise your ЧИ 
over 9 in Battle, immediately draw a Moiros card (see p. 57). 


О Rage: Represents the fury of Titans. It increases each time 
you attack and makes you more powerful, giving you access to 
additional abilities from the Kratos Table. It also makes you more 
likely to become a Target—whenever your Rage becomes higher 
than that of all other Titans, you gain the @ Priority Target token. 
If you would have to raise Q to more than 9 during a Battle, your 
Titan is consumed by rage and you lose control over it. In game 
terms, the Titan dies as soon as you finish your current action. 


CAMPAIGN SETUP 


If this is your first campaign of Aeon Trespass: Odyssey, we rec- 
ommend starting with the Learn to Play book, which will introduce 
all necessary game elements as they become relevant. If you have 
already played through the Learn to Play story and wish to start a 
new Cycle, follow these steps: 


1. Find and prepare the following elements from a Cycle you are 
about to play (the first Cycle is Truth of the Labyrinth): 


+ Map tiles (you can differentiate them by their color — brown 
for Cycle I, red for Cycle II and purple for Cycle Ш — or by 
the Faction symbols) 


Argo miniature 
Exploration cards 
Clue cards 


Fated Mnemos cards 


+ 
+ 
% 
% 
+ 


The Cycle's Inward Odyssey Story card 


INWARD ODYSSEY: 
‘TRUTH OF THE LABYRINTH 


Map tiles 


Argo miniature 


Fated Mnemos cards Clue cards 


Exploration cards 


2. Prepare the current Cycle Argo Sheet (these differ from Cycle 
to Cycle!), along with a Choice Matrix (it persists from Cycle to 
Cycle) and 4 Argonaut Sheets (you will find these at the back 
of the Storybook or on our website). 


3. Continue campaign preparations according to your current 
Cycle’s Storybook. 
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GAMEPLAY FLOW 


Aeon Trespass: Odyssey is a campaign game played over multiple 
game sessions. It's a big game and its structure is pretty fluid. On a 
given game session, you will play a few Campaign Rounds. During 
each Campaign Round, you'll go through a series of Steps. Each 
of these Steps will incorporate one or more of the game's Phases: 
Voyage Phase, Adventure Phase or Battle Phase. 


A Campaign Round represents one in-game day on the Timeline. 


Steps make up the structure of a Campaign Round and are always 
resolved in a fixed order. 


Phases refer to gameplay segments that revolve around a shared 
game concept: voyaging, adventuring or battling (sounds familiar, 
right?). Phases are handy, because they group sets of rules and are 
referred to by other game effects (for example, some Technologies 
can be used only in the Voyage Phase, while others only in the Bat- 
tle Phase). 


It's important to note that you're always in some game Phase. An 
easy rule of thumb is that if you're not in the Adventure Phase or 
the Battle Phase, you're in the Voyage Phase! 


In the course of each Cycle, you will journey across an explora- 
ble map (the Voyage Phase), from time to time embarking on ad- 
ventures (the Adventure Phase). You will gather resources from 
adventures, from the map and from the Exploration deck (the 
Voyage Phase) to craft Gear, create Titans and develop new tech- 
nologies (the Voyage Phase). Each move on the map will advance 
the Timeline, getting you closer to the campaign's resolution (the 
Voyage Phase again!). You will try to win by achieving story goals, 
described to you on a sequence of Story cards, while the villains 
will try to fulfil their own agenda by advancing a sequence of Doom 
cards (Adventure Phase). Periodically, triggered either by a Time- 
line Event or some other game element, you will fight a Primordial 
in a four-on-one Battle (the Battle Phase). 


Knowing what Phase of the game you're in is important! 


CAMPAIGN ROUND SEQUENCE 


As already mentioned, Aeon Trespass: Odyssey is played in a se- 
ries of Campaign Rounds, with each Campaign Round representing 
one in-game day on the Timeline. Each day you will go through the 
following nine steps, resolving them from top to bottom. 


Some of these steps will always require your action or decision (like 
Movement), others will be resolved only if the right conditions are 
met (like Encounter), while one is mostly optional (Advancement), 
left to the discretion of the players (though you pretty much always 


want to resolve it, because civilization building is fun!). 
1. Movement (always): Move the Argo onto a different tile (p. 13). 
2. Timeline (always): Advance the Timeline (p. 14). 


3. Exploration (always): Trigger Exploration symbols, then re- 
solve an Exploration Draw (p. 15). Move the Adversary if re- 
quired (p. 16), then perform an Acclimation if applicable. 


4. Expedition (conditional): If on a tile with an adventure or R&R 
symbol, consult the Adventure Table and resolve an adventure 
(p. 16). Remember to gain Mnemos nodes (p. 29) and mark a 
fated box (p. 32). 


5. Encounter (conditional): If there are any Timeline Battles or 
Battle Events on the Timeline, resolve them (p. 17). 


6. Advancement (optional): Craft Gear, resolve Advancement 
Events, develop new Technologies and use existing ones (p. 17). 


7. Story (conditional): If there are any Story Events on the Time- 
line, someone has an unresolved Mnemos Breakthrough or the 
Story progression has been triggered, resolve them (p. 20). 


8. Doom (conditional): If there are any Doom Events on the Time- 
line or the Doom progression has been triggered, resolve them 


(p. 21). 
9. End (always): If you are on an Unexplored tile, it becomes 
Explored (p. 22). 


After the End Step, proceed to the next Campaign Round. Continue 
resolving Campaign Rounds until the Cycle ends with your Victory 
or Defeat (see Campaign Win and Lose Conditions on p. 10). 


K ROUNDS, STEPS, A PHASES } 


The game sequence of Aeon Trespass: Odyssey is very fluid. A 
technological breakthrough may lead into an adventure, and an 
adventure (especially a Main Story one) may lead straight into 
battle! 

For this reason, the Campaign Round is divided into steps which 
may then lead into one of the three major phases: Voyage, Adven- 
ture and Battle. 


In general, Movement, Timeline, Exploration and Advancement 
steps are considered Voyage Phases, Encounter steps are Bat- 
tle Phases and Expedition, Story and Doom steps are Adventure 
Phases. However, as mentioned above, one can lead straight into 
another! 


Also, an easy rule of thumb is that if you're not in the Adventure 
Phase or the Battle Phase, you're in the Voyage Phase! 


Think of the Voyage Phase as an all-encompassing sea: sometimes, 
during your journeys, you'll stumble on an island of the Adven- 
ture Phase or Battle Phase. But most of the time, you'll be sailing 
through the endless expanse of the Voyage Phase. 


For that reason, this section includes the rules for all the Campaign 
Round Steps. Yes, sometimes a Step will launch you into an adven- 
ture or battle. But when it doesn’t, you'll still be considered to be 
in the Voyage Phase. 


1. MOVEMENT STEP 


During the Movement Step, you must 
move the Argo to an adjacent Map 
tile. Directional arrows on your tile 
represent waterways you can travel 
through. If the tile you’re moving to 
isn’t already on the table, you need 
to find the Map tile with the corre- 
sponding number on its back (visible next to the arrow) and place 
it adjacent to the Map tile you are traveling from, so that the di- 
rectional arrows on the shared border of the two tiles align. Make 
sure to orient the new tile in the same way as all of the other tiles. 
Remember: You must move the Argo exactly one tile each Cam- 
paign Round, unless an effect instructs you otherwise. In other 
words, you cannot “drop anchor” and stay on a tile for two consec- 
utive rounds in a row. 


TILE SECTORS 


The Argo can only travel on water. Most of the time, the position 
of the Argo on the tile doesn’t matter: once you enter a tile, you’re 
on that tile, that’s it. However, sometimes a Map tile is divided into 
tile sectors, marked with © and В symbols, representing bodies of 
water separated by land. If that's the case, the position of the Argo 
on the tile matters! 


If your current tile has two arrows pointing in the same cardinal 
direction, it means that the adjacent tile will be sectored. You must 
choose which one of those arrows to follow before you reveal the 
new Map tile. 


Once you place the new Map tile, aligning the arrows, you'll end up 
on either the & or 0 sector. You can leave a sector only by follow- 
ing the directional arrows marked with that sectors symbol. 


After you move from a Map tile 
with the fff symbol, mark this tile 
with the Last Visited City token. You 
cannot use Negotiation Technology 
Abilities (see p. 18) on a tile with 
this token. Remember that you only 
mark the last settlement you visited: 
when you leave another tile with the 
fft symbol, move the token from its 
previous location. Last Visited City token 


| 027) 


₪ 
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Example: The Argo is on a tile with two directional arrows point- 
ing in the same direction. The players choose to follow the top 
one and place a newly discovered tile adjacent to the current tile. 
They then move the Argo to the new tile, placing it in the « sector, 
since the top arrow aligns with that section of the new tile, and 
place the Argo miniature on that sector. This means that they are 
now in sector and they can only travel further through another 
directional arrow with ап e symbol. 


The tile sector you are currently on does not influence your access 
to Map symbols (see Map Symbols below). You resolve all Map tile 
symbols from your tile, even if graphically they seem to be located 
in a different sector. 


OTHER MOVEMENT SYMBOLS 


Most waterways are accompanied by Movement Symbols that pro- 
vide additional information or requirements that may influence 
your movement. You already know of the sector symbols. 


Faction symbols inform you about the Local Faction you can en- 
counter on a Map tile your current tile connects to. 


>, а 
V 
Minoan 


Hornsworn 


Laburinthian 


You may also encounter other, Cycle-specific movement sym- 
bols. These may be explained in the corresponding Storybook or 
on Technology cards. Note that movement symbols never block 
movement, unless they are accompanied by a @ symbol. 


- This restricted symbol informs you that you require an addi- 
tional Technology to move through this waterway. 


MAP SYMBOLS 
The list below includes the most common Map symbols you will 


encounter in each Cycle. This list is not comprehensive. If you 
encounter a Map symbol you are not familiar with, consult the 
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Storybook as well as your current Story and Doom cards, and your 
Technology deck. If you don't find the rules pertaining to a specific 
symbol there, don't worry about it now, they will become relevant 
later. 


Exploration Symbols 


à During the Exploration Step, you will gain +1 АА. 
g p Pp. y 5 


During the Exploration Step, if the tile is Unexplored, you will 
gain *1 "y. 


During the Exploration Step, if the tile is Unexplored, you will 
gain +1 Titan (Dreamwalker). 


Adventure Symbols 


ap Denotes a hub adventure. During the Expedition Step, if the 
* tile is Unexplored, you will resolve an adventure from one of 
your Cycle’s adventure hubs (see Hub Adventures on p. 26). 


< Denotes an R&R adventure. During the Expedition Step, if the 
= tile is Unexplored, you will resolve an adventure from the 
R&R section (see R&R Adventures, p. 27). 


Other 


Tr Represents cities and other large settlements. Has no inher- 

ent effect, but allows usage of Negotiation Technology abili- 
ties during the Advancement Step. Remember that Negotiation 
abilities cannot be used on tiles with the Last Visited City token 
(see p. 13). 


2. TIMELINE STEP 


During the Timeline Step, simply mark the next empty box on the 
Timeline on your Argo Sheet. It designates the current day of your 
Odyssey. If there are no empty boxes to mark in the Timeline Step, 
your time has run out and your campaign is lost. 


[]m 
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TIMELINE EVENTS 


If there are any symbols, events or other notes assigned to the 
current day, they must be resolved in the appropriate Campaign 
Round Step: 


Acclimations: Acclimations upgrade your Exploration deck with 
new cards and are resolved in the Exploration Step. 


Battles: Timeline Battles X and additional Battles noted on the 
Timeline are resolved in the Encounter Step. 


Technology Breakthroughs: Structural Technology A and Battle 
Technology 68 Breakthroughs are resolved in the Advancement 
Step. 


Advancements: All events added to the Timeline by using Argo Fa- 
cilities are resolved in the Advancement Step. 


Story Events: Any event leading directly to a story paragraph 
in the Storybook as well as any other events that are not Break- 
throughs, Advancements, Acclimations or Battles are Story Events 
and should be resolved in the Story Step. 


TIMELINE A SYMBOLS 


>x Resolve a Timeline Battle. 


TE 
ум! Research a Structural Technology. 


[o Research a Battle Technology. 


3. EXPLORATION STEP 


During the Exploration Step, you (1) resolve all active Exploration 
symbols from your current tile, (2) perform an Exploration Draw 
from the Exploration deck, (3) move the Adversary if required and, 
occasionally, (4) perform an Acclimation. 


I. RESOIVING EXPLORATION SYMBOLS 


Exploration symbols represent predictable elements present in the 
region, both beneficial and detrimental to your cause, things like 
wandering Titans, sympathetic allies and nefarious forces. 


Exploration symbols are a type of Map symbol, and the most com- 
mon are Progress v, Titan @ and Doom A. (see Exploration 
Symbols, p. 14) You can find additional Cycle-specific Exploration 
symbols in the corresponding Storybooks. 


Positive Exploration symbols, like Progress w and Titan $, are 
active only on Unexplored tiles and as such are only resolved once 
per tile per Cycle. This means that if you revisit an Explored tile, 
you will not gain the associated bonuses again (Tiles become Ex- 
plored in the End Step, see p. 22). 


Negative Exploration symbols, like Doom A, are always active, 
meaning that they are active both on Explored and Unexplored 
tiles. This means that if you revisit an Explored tile, you will always 
gain the associated penalty! 


Remember: During the End Step, if you are on an Unexplored tile, 
it becomes Explored. 


2. RESOLVING AN EXPLORATION DRAW 


The Exploration deck, always specific to a given Cycle, represents 
the efforts of your crew, scouts and diplomats at acquiring re- 
sources, allies and intel. The Exploration Draw is the main source 
of Mortal resources (see Resources box on p. 19). 


To perform an Exploration Draw, start drawing cards from the Ex- 
ploration Deck. Draw cards from the top of the deck and resolve 
them one by one until you draw a card that shows the stack end 
symbol in the lower right corner. Then, repeat the process, cre- 
ating a second stack of cards. Note: Cards that have the stack end 
symbol are usually resource cards. This means that each Explora- 
tion Draw will result in two stacks of Exploration cards, each of 
which will probably end with a resource card. 


9) Remove until the - Д 


Timeline Battie- 
Ame me” - 


Exploration cards are always resolved in the following order: 


1. Main Effect: Resolve the Main Effect of the card, from top to 
bottom. 


2. Adversary activation: If there is an Adversary symbol @) on 
the card, resolve the Adversary activation (see p. 16). 


3. Special Disposal Effect: If there is a Special Disposal Effect, 
resolve it: 


+ Ifa card is removed until the next Timeline Battle, set it 
aside. It is shuffled back into the Exploration deck after you 
resolve a Timeline Battle (see Encounter Step, p. 17). 


+ Ifit is removed permanently, return it to the game box. 


Note: Conversely, this means that all other Exploration cards 
are left on the table until the end of the Exploration Draw and 
that they will be shuffled into the deck. 


4. Stack Symbol: If there is a an "End stack" symbol in the lower 
right corner of the card, end the stack. Otherwise, if there is a 
"Draw another" symbol there, draw another Exploration card 


for that stack. 


End stack symbol Draw another symbol 


After you end the first stack, draw the second stack (do not 
shuffle any cards back into the Exploration deck yet!). When 
you end the second stack, shuffle all drawn Exploration cards 
that have not been removed from the deck back into the deck. 


Note: Some Exploration Card effects can be triggered by your 
Diplomacy Scores, Argo Fate V" value or other statistics. Only 
resolve the effects that apply. Unless stated otherwise, Diplo- 
macy triggers always refer to the Local Faction (see Diplomacy, 
р. 23). 


EXPLORATION 4 TRIGGERS 


Think of triggers as “intensifiers”. If an effect harms you, a nega- 
tive trigger will amplify that effect. If you’re gaining something from 


the Local Faction, a positive trigger will garner you a better reward. 
Some common Exploration Triggers include: 


Argo Fate: a high W value is usually a bad thing, so be 
carefull! 


Diplomacy Score: a Friendly Faction is more likely to 
help you than a Faction that Denounces you, not to mention being 
At War with someone! 
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GAINING RESOURCES FROM EXPLORATION CARDS 


Resolving most Exploration cards will provide you with useful Mortal 
resources, necessary for crafting Gear, as well an occasional Titan, 
Crew, Hull or other bonus. For more information about resources, 
see p. 19. For more information about gaining and losing, see p. 23. 


EXPLORATION CARD PENALTIES 


Similarly, resolving Exploration cards can give you penalties and 
result in you losing stuff such as Titans, Crew, Hull. For more infor- 
mation about gaining and losing, see p. 23. 


TRADING 


Some rare Exploration cards will allow you to trade resources. For 
more information about trading, see p. 18. 


3. MOVING THE ADVERSARY 


The Argonauts actions are sure to draw the attention of vile forc- 
es, represented by Adversaries. These are special Primordials that 
actively hunt the Argo on the Map. They are not strictly tied to a 
specific Cycle — they will hunt you until they are permanently de- 
feated — or you are! The Storybooks will instruct you on when to 
introduce an Adversary into your campaign as well as how to de- 
feat it. When an Adversary is introduced into 
a campaign, write its name on the Adversary 
Track. Note: When you start a new Cycle, the 
Adversary is not placed on the map by default 
and it will not start chasing you until the Story- 
book says so. Ignore all Adversary activations 


until an event instructs you to introduce it. 
Adversary symbol 


ADVERSARY ACTIVATION 


Once the Adversary has been introduced, whenever you encounter 
an Adversary activation & on an Exploration card: 


+ Ifthe Adversary is already present on the Map, move it: Move 
the Adversary one tile towards the Argo along the shortest 
available path. Then, if the Adversary is on the same Map tile as 
the Argo, remove its miniature from the map and trigger an Ad- 
versary Battle (go to the corresponding Battle Scenario in the 
Storybook; Adversaries are not tied to a single Cycle and you 
may need to refer to other Cycles for Battle Setup). You must 
resolve the Adversary Battle at the end of your current Step! 


+ If the Adversary is not on the Map, but this is the first 
symbol encountered during this Exploration Step, nothing 
happens: You're much closer to the Adversary spawning. 


+ Ifthe Adversary is not on the Map, and you've encountered 
two (&$) symbols during this Exploration Step, spawn the Ad- 
versary: Place the small miniature of the current Adversary 
four tiles away from the Argo. If you can't place it four tiles 
away, place it as far away as possible. If you spawned the Ad- 
versary during the Exploration Step, immediately end this Ad- 
versary Activation and ignore any other Adversary activations 
until the end of this Step. 


Important exception: Whenever you encounter an Adversary sym- 
bol @) on an any other game element, for example when you gain a 
unique Loot card, or use a Summoning or Awaken, you must per- 
form an Adversary activation as normal, with the following excep- 
tion: it only takes one Adversary symbol to spawn the Adversary! 


ADVERSARY MOVEMENT RULES 
These are the specific rules governing the Adversary's movements: 


+ Unless stated otherwise, the Adversary moves one tile per 
symbol. 


+ The Adversary can only move vertically or horizontally through 
revealed tiles. 


+ The Adversary can move onto any adjacent Map tile, even if it 
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is not connected by a directional arrow. It ignores tile sectors 
and all Map symbols. 


+ If there is more than one equally viable path, the Adversary 
prioritizes horizontal as long as it brings it closer to the Argo. 


If there is more than one way for the Adversary to move, 
it will always move horizontally. 


* Ifthe Adversary is already on the same tile as the Argo during 
an activation, it does not move but you still trigger the Adver- 
sary Battle. 


+ If an Adversary activation happens during a Battle (due to an 
Awakening, Summoning or gaining Loot), you must resolve it as 
Soon as the current Battle ends. 


Important: We mentioned “any game element" because the Ad- 
versary, though primarily active in the Exploration Step, may 
move during different parts of the game, for example after an 
Awakening or from gaining a Primordial Loot card! 


4. PERFORMING ACCLIMATIONS 


As you journey across a region, get more accustomed to it and 
build a local network of informants and suppliers, your exploration 
efforts will bear more fruit. In Aeon Trespass: Odyssey, this is rep- 
resented by Acclimation brackets. 


Each campaign has a fixed number of Acclimations, marked on 
your Timeline. 


| p 
8 A 
ACCLIMATION I: 4, 5, 6, 8, 19 — 10, II, 12, 14, 22 


Whenever your current day calls for an Acclimation, first resolve 
all other actions during the Exploration Step, except an Adversary 
Battle, then perform the Acclimation. 


To perform an Acclimation, search the Exploration 
deck for the cards with numbers corresponding to 
the list found on the left of the acclimation arrow 
and permanently remove them (return them to the 
game box, you won't be using them anymore). Then, 
find the Exploration cards with numbers listed on 
the right of the arrow, add them to the Exploration 
deck and shuffle it thoroughly. 


AB0079 


4. EXPEDITION STEP 


During the Expedition Step, if the Argo is on an Unexplored tile 
with an Adventure š, or R&R — symbol, resolve an Adventure 
Phase (see p. 25). Remember: All newly revealed tiles are Unex- 


plored and they become Explored during the End Step (see p. 22). 
If you move back onto an explored tile, you do not resolve the A 
and — symbols! 


5. ENCOUNTER STEP 


During the Encounter Step, you meet the monstrous, unknowable 
Primordials, giant beings that invaded Hellas after the death of the 
Olympian Gods. Only the Argonauts, controlling the mighty Titans, 
stand a chance of slaying such foes! 


During this Step, you resolve Timeline Battles 2Ç and any other 
battles noted on the Timeline. If more than one Battle happens on 
the same day, you may choose the order in which they are resolved. 


For Timeline Battles, choose which of the two Regular Primordials 
(shown on the Evolution Track on the Argo Sheet) from your cur- 
rent Cycle you want to face, then proceed to the corresponding 
Timeline Battle Setup in the Storybook. 


For Adversary Battles (see Adversary Activation on p. 16), find the 
corresponding Battle Setup in the Storybook. 


Additional Battles will point you to a specific page of the Storybook 
containing the Battle Setup. 


Resolving a Battle happens during a Battle Phase. Detailed rules 
for the Battle Phase can be found on p. 33. 


CAMPAIGN BATILES FLOW 


Timeline Battles are spaced regularly across the Timeline to give 
your campaign a certain flow and to order your game sessions. 
Many things accompany a Timeline Battle such as Primordial Evo- 
lutions (see Evolution and Battle Tracks, p. 34) and Tides of Fate, 
which reduce your overall W and reset Triskelions. 


Primordial Evolutions are particularly important because they 
mean that, over time, you'll be facing increasingly harder monsters. 
As they are tied to the passage of time, you should be always on 
your toes, advancing your capabilities, researching new Technolo- 
gies and crafting new powerful Gear. 


6. ADVANCEMENT STEP 


The Argo is a magnificent ship crewed by pretty extraordinary peo- 
ple! Be it the shipbreakers from the Argo Works, the philosophers 
from the Last Academy, various merchants coming and going from 
the Trade Fleet Dock or the Titan Enamotas, everyone is working 
towards a common goal: the betterment of your lives and the sal- 
vation of Hellas! 


During the Advancement Step, you research new Technologies, 
trade, craft Gear, create new Titans and make use of Argo Facilities. 


RESEARCH 


TECHNOLOGY CARDS 


Researching Technology is your main way of keeping up with the 
rapidly evolving Primordials. You research Technology by gaining 
new Technology cards. These come in a variety of types and sizes! 


One thing every Technology card has in common is that it is dou- 
ble-sided. One side shows a science project, a field of study or 
hypothesis. Here you will find the Technology's Requirements 
and learn about other Technologies that will become available for 
research once you have researched that card, i.e. the Technology 
cards it Leads to. The other side shows the benefits of researching 
the Technology: these may range from building a facility that will 
allow you to craft new Gear € to gaining unique abilities useful 
both in and outside of Battles. 
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TECI INOLOGy 


Technologies that you have already researched are added to the 
Technology deck. You gain access to all abilities provided by Tech- 
nologies in the Technology deck. 


Technologies that are available for research are added to the 
Projects deck. You gain no benefits from them but you can freely 
peek at them to see what you can gain by researching them. When 
you research a Technology card, immediately add all the Technol- 
ogy cards it Leads to to the Projects deck. Note: Some Technology 
cards have more than one requirement, so even though they are in 
your Projects deck, you may research them only when you unlock 
all of their requirements. 


Technologies that are neither in the Technology deck nor the Pro- 
jects deck are considered to be in the Reserves and should be kept 
in the game box. They may be added to the Projects deck when you 
research another Technology or as a result of some other event. 
We advise you not to look at the Technology cards in the Reserves 
so as to not spoil the fun! 


TECHNOLOGY 4 CARD ¿SIZE 


If you parse through some of the Technology cards, you'll quickly 
notice they come in two sizes: Regular and Large. The Large cards 


are also illustrated! What does that mean? This doesn't have any 
special effect on the game; both sizes work the same mechanical- 
ly, but it's our way of assigning significance to certain Technolo- 
gies and highlighting the many memorable places on the Argo! AII 
Core Technologies are Large cards. 


TECHNOLOGY TYPES 
Technologies are divided into three types: 


би, Core Technologies are non-researchable. They are gained 

*'" automatically, usually at the start of the Cycle. These Technol- 

ogy cards are Large and some of them have Cycle-specific versions, 
So be sure to use the right card during your campaign! 


тт Structural Technologies include Utility Facilities that allow 
you to mitigate the hardships of the voyage, manage resourc- 
es, breed new Titans, scout the region and more. 


(ё Battle Technologies include Production Facilities, giving you 
access to new Gear cards and Argo Abilities, providing unique 
effects during Battle. 
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TECHNOLOGY BREAKTHROUGHS 


New Technology cards can only be researched on specific Timeline 
days called Technology Breakthroughs. These are marked by the 
Structural Technology A symbol and the Battle Technology Ë 
symbol. 


If there is a A or (ё symbol on your current day on the Timeline, 
you may research one Technology of the appropriate type from the 
Projects deck. Structural and Battle Technology progress is com- 
pletely separate — the Technologies they lead to will always be of 
the same type. 


To research a new Technology card, you must fulfill all of its re- 
quirements. 


Usually, the requirements for researching a Technology card are 
other Technology cards. However, some Technologies have other 
requirements. These can include: encountering a specific Primor- 
dial in Battle, encountering a specific Primordial of a given level 
in Battle, killing a specific Primordial, having a specific Diplomacy 
Score with a Faction and more. 


Once you choose a Technology you want to research, first search 
the Reserves for all Technology cards it leads to and add them to 
the Projects deck. Then add the researched card to the Technology 
deck. From this point onward, you gain access to all the benefits 
and abilities provided by this Technology. 


Important: In general, there is no additional cost to researching 
a new Technology (besides the time you have to wait to research 
another one!). If a Technology card has any additional costs or con- 
ditions, they will be clearly described on the card itself. 


Some Technologies may require you to encounter a specific Pri- 
mordial of a given level in Battle. This means that Technology is 
gated until the Technological Breakthrough following such Battle. 
As these are almost always tied to Regular Primordials encoun- 
tered in Timeline Battles, and the Evolution Tracks of Primordials 
are fixed, you can calculate when that Technology will become 
available to you. 


Some Technologies may require you to have a certain number of 
Map tiles Explored. As you can usually Explore one tile per day, 
you can calculate the earliest date that Technology will become 
available to you. 


Some Technologies may require only one of two conditions to be 
true. If two of the requirements are separated by a capital OR, it 
means that you must fulfill either of them (e.g. the Specialized 
Trireme Weapons Technology requires either Teleresuscitation 
OR Trireme Reach Weapons on top of all other requirements). 


GAINING TECHNOLOGY CARDS AND PROJECT CARDS 
THROUGH DIFFERENT MEANS 

Sometimes you will gain a Technology card from a source other 
than a Technology Breakthrough. In that case, you simply add it to 
your Technology deck (remember to add any Technology cards it 
Leads to to your Projects deck). 


Sometimes you will be instructed to add a Technology card to the 
Projects as a result of something other than another Technology’s 
Leads to box. In that case, you simply add it to your Projects deck. 


TECHNOLOGY USAGE 


Technology cards provide access to various benefits and can be 
used in many different ways, both during and outside of Battle. 
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STRUCTURAL TECHNOLOGIES 


Structural Technologies are primarily used outside of Battle. Some 
of them provide passive (permanent) bonuses or must be resolved 
the moment they are researched (immediate). Others grant ac- 
cess to active abilities. If an active ability of a Structural Technolo- 
gy does not specify when it can be used, it can be used during the 
Advancement Step. Each active Technology ability can be used 
once per day (so once per Campaign Round), with the exception of 
Save abilities. 


Below, you'll find a complete list of the various abilities and bonuses 
provided by Structural Technologies: 


* Permanent abilities introduce constant effects and rule chang- 
es. They are always active. 


* Reference abilities include rule summaries and serve as a re- 
minder. They do not introduce any additional effects of their 
own. These are primarily Core Technologies designed to ease 
you into the game or update the status quo for a new Cycle. 


* Immediate effects must be resolved the moment their respec- 
tive Technologies are researched. 


* Negotiation abilities may be used while on a Map tile with a 
ffit symbol (except tiles with the Last Visited City token, see 
р. 13). 

+ Save abilities may be used “on demand" whenever you need 
them. The only limit here is one use per ability per game effect 
(i.e. you cannot use one Save ability to try to mitigate the same 
-1 Ж loss multiple times, but you can use it again if you suffer 
another -1 Ж loss on the same day). To learn more, see Gain/ 
Loss Mitigation, p. 24. 


+ Allother Technology abilities may be used in the Advancement 
Step, unless their effect denotes a specific timing condition. 


BATTLE TECHNOLOGIES 


Battle Technologies are either Production Facilities or Argo Abil- 
ities. Production Facilities give you access to new Gear cards and 
are only used for crafting. Argo Abilities are used during Battles. 


For further details on Crafting Gear in Production Facilities, see 
Crafting Gear (p. 19). 


When you perform Battle Setup during the Battle Phase, you will 
decide which Argo Abilities you will prepare for that Battle. The 
number of Argo Abilities you may simultaneously prepare during 
a Battle depends on your current Propylon Technology (the basic 
Excursion Propylon allows for use of 2 Argo Abilities). For specific 
rules concerning Argo Ability usage in Battle, see p. 55. 


TRADING 


Some game elements such as certain Exploration cards and Tech- 
nologies may allow you to Trade resources. Each of these effects 
has a limited number of resource exchanges you can perform. A 
single exchange is a trade of one resource type for another re- 
source type, according to the ratio noted on the card. As a single 
exchange, you can trade as many units of a resource type as you 
like. Note: Traders have different exchange rates. You can usually 
find the best deals in cities and other highly populated areas. 


IHEBAN [RADER 


Trading: You may exchange (up to 5 times); 
3 Trireme » 1 Monument | 
4 Trireme » 1 Armament 
1 Monument » 1 Trireme 
_ 1 Armament > 2 Trireme 
1 Muscle Cluster or 1 Infused Mechanism » 2 Raw Ambrosia 
- ]Calcified Knuckle Bone or 1 Fleshy Mantle > 3 Raw Ambrosia 
4 Raw Ambrosia > 1 Muscle Cluster or 1 Infused Mechanism 
5 Raw Ambrosia » 1 Calcified Knuckle Bone or 1 Fleshy Mantle 


B Gain 1 Mortal or Primordial resource 
chosen from the ones offered by the Trader. 
AB0115 Remove until the next Timeline Battle. 


Trader card 


Example: The players need 2 Fleshy Mantles to craft a Great 
Tree Club. Thankfully, they are visited by a Theban Trader! They 
decide to exchange some Muscle Clusters, but there is no direct 
exchange option between these two resources. Therefore, they 
decide to spend one exchange to trade 5 Muscle Clusters for 10 
Raw Ambrosia, then spend their second exchange to trade 10 Raw 
Ambrosia for 2 Fleshy Mantles. They are left with three more ex- 
changes that they decide to forgo, realizing how steep the conver- 
sion rates are! 


TECHNOLOGY AZ ABILITY COOLDOWN 


Some Technology abilities include a “Cooldown: X days" instruc- 
tion. When you use an Ability with Cooldown, write its name down 
as an event on the Timeline, X days from now (your current day) 


with the word “Cooldown” in parentheses. Cooldown Events have 
no effect when resolved but you can only use the ability again af- 
ter you resolve its Cooldown event. Cooldown Events are consid- 
ered to be Advancement Events. That means you may use Abili- 
ties with Cooldown on the same day you resolve their Cooldown 
Event. 


CRAFTING GEAR 


Under Alkibiades, the Argo Works runs around the clock to create 
the best anti-Primordial weaponry known to mortals! As each Pri- 
mordial is unique, you will need a wide array of weapons, armor 
and support Gear to face them effectively. 


Crafting is the main source of new Gear ¢ cards that can greatly 
improve the combat capabilities — and survivability — of your Ti- 
tans. You can craft multiple €& cards during every Advancement 
Step, provided you have the required resources. You can only craft 
€ listed on the Production Facilities in your Technology deck and 
you cannot craft more copies of a single 6 than there are available 
copies of that card in the game box (in other words, you are limited 
by the number of cards provided). The cost of each ¢ card is print- 
ed on the Production Facility Technology card. 


To craft a ¢ card, perform the following steps: 
1. Choose an available @ card you would like to craft. 


2. Spend resources equal to the ¢ cost found on the correspond- 
ing Technology card and remove those resources from your 
Argo Sheet. If another ¢ card is specified as part of the cost, it 
is also spent and should be returned to the game box. 


3. Add the crafted $ card to the Argo Armory. From now on, it can 
be equipped on Titans and used in Battle. 


Note: Some rare € cards can have additional unusual costs. 


RESOURCES 


Resources are mainly gained from the Exploration deck and Pri- 
mordial Battles. They are primarily used to craft Gear € cards 
and activate certain Technology abilities. They differ between Cy- 
cles, but there are four main categories of resources: 


Mortal resources represent ordinary tools, vessels and arma- 
ments that can be salvaged from the remnants of mortal civiliza- 
tion. They are noted in the Mortal part of the Cargo Hold section 
on the Argo Sheet. 


Primordial resources represent body parts of slain Primordials 
and are mainly earned as a result of Primordial Battles. They are 
noted in the Primordial part of the Cargo Hold section on the 
Argo Sheet. 


Of all Primordial resources, Cores are the most valuable. You gain 
Cores from critically wounded BP III cards. When you gain a Core, 
write its name and quantity in the Cargo Hold under Cores. 


Divine resources represent extremely rare items that possess 
exceptional qualities or are necessary components for some of 
the most powerful $ cards. They are noted in the Hidden Hold 
section of the Argo Sheet. 


Rare resources include all resources (other than Cores) not listed 
on the Argo Sheet. They are incredibly limited and can be used to 
craft mythical equipment. When you gain a Rare resource, write 
both its name and quantity under Rare Resources. 


TITAN BREEDING 


Titans have been a menace to mortal civilization for centuries. 
They are mindless, full of rage and the need to destroy. If the Pri- 
mordials weren't threatening the world, the Titans would be next 
in line. Where do they come from? That is the question. They are 
found in the wild and special hunter teams, the Titanokinigos, bring 
them onto the Argo. There, the city-ship itself transforms them 
into more docile beasts that the Argonauts can junction with. This 
is called “breeding.” 


Certain Technologies allow you to breed Titans, either by evolv- 
ing the ones you have already captured or catching new ones to 
replenish your stock. Each Breeding Technology shows the costs 
of breeding a specific Titan and how many days it is going to take. 


All Titans belong to one of the following types: 


Gaia-born Titans: Caught in the wild, prepared for junctioning, but 
otherwise unmodified. These are all Dreamwalker class Titans. 


Argo-bred Titans: These are all the other Titan classes, even those 
gained through means other than Breeding. These Titans have 
been modified, conditioned or further transformed to face the Pri- 
mordials. There are a few restrictions relating to Argo-bred Titans: 


+ You may have more than one Titan of a given Argo-bred class 
on the Argo, however, 


+ You cannot breed a Titan of a given Argo-bred class if you al- 
ready have one onboard (but you can still gain it from other 
sources, such as adventures), 


+ You can only take one Titan of a given Argo-bred class into 
Battle, regardless of the number of Titans of that class you 
have. 


How TO BREED A TITAN 


Titans are bred using Technology cards. When you use a Technolo- 
gy ability to breed a Titan, you pay any associated costs (usually a 
Dreamwalker Titan), then write the Titan's class on the Timeline the 
indicated number of days from the current day. This is a Breeding 
Advancement Event. Once you reach that day, during the Advance- 
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ment Step, you resolve it and gain a new Titan. Important: A given 
Technology card may be involved in only one breeding process at 
a time. This means once you put a Titan class on the Timeline, you 
Will be able to breed more Titans from that Technology card only 
after that Breeding Advancement Event is resolved. 


TITAN CRAFTING USING PRIMORDIAL CORES (FUSING) 


Breeding a new Titan requires advanced technology, time and ex- 
perimentation. However, there is a quicker way to gain access to 
new Argo-bred Titans: by fusing a Primordial’s core with a malle- 
able Titan. Crafting Titans using Primordial Cores is called Fusing. 


Some Production Facilities allow you to craft Titans alongside & 
cards. Fusing a Titan in such a way requires two things: 1 Gaia-born 
Titan (Dreamwalker) and 1 specific Primordial Core. If you have 
these, you simply pay this cost and immediately gain access to the 
new Titan! 


COMBAT 


UTOpsy 


Titan Crafting Technology 


Note: Some Titans on Production Facilities are Prototypes. Those 
Titans can only be crafted during the Cycle that Technology 
originates from. 


NAMED TITANS 


Titans are more animal than mortal. One could even argue that 
they are more war machines than animals—and so are treated as 
such. Nameless, expendable, unmourned. And easily replaceable. 
However, from time to time, a Titan will stand out. Maybe it's big- 
ger, nimbler or has a natural aptitude for some things. Or maybe it 
was involved in a particularly heroic deed and became memorable. 


These types of Titans get names. There is nothing stopping you 
from naming all your Titans, however Named Titans usually have 
some special quality to them. The most common one is that they 
have a Pattern. 


Some effects may also require you to note a Titan's name some- 
where (like the Timeline). In such case, if the Titan is not named, 
you must immediately name it to resolve this effect. 


TITAN PATTERNS 


Patterns are a catchall category for all things that further modify 
the Titans, be it special training, special conditioning or some unu- 
sual trait. Whenever a Titan is assigned a Pattern, they should get 
a name. 


Patterns will override the Titan's basic Trauma Table or Kratos Ta- 
ble and sometimes introduce new special rules or abilities. A Titan 
can have more than one Pattern, but if both Patterns relate to the 
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same game element, the newer one will override the older (and that 
card will be discarded). 


At the start of Cycle I, Patterns are unique, one-of-a-kind things: 
a Titan is assigned a Pattern through a story event and it becomes 
its permanent feature (it cannot be removed). When a Titan with 
an assigned Pattern dies, that Pattern is discarded and lost forever. 


Maybe down the line, there will be a way to assign Patterns more 
freely... 


Pattern card : 


OTHER ADVANCEMENT TIMELINE EVENTS 


Note that the list of Advancement Events is open and it is not lim- 
ited to Technology Breakthroughs and Breeding. There are many 
unique Advancement Events you will gain access to throughout 
the campaign. Remember: all Events added to the Timeline using 
Technologies are Advancement Events and should be resolved in 
the Advancement Step. 


7. STORY STEP 


During the Story Step, you resolve main story progression, Time- 
line Story Events, Mnemos Breakthroughs and any secret codes 
you manage to find. All adventures triggered during this Step will 
be resolved using the Adventure Phase rules (p. 25). 


STORY PROGRESSION 


Don't let the size of this section fool you. Story progression is 
important! Paramount, even. This is how you win the game, by 
following the narrative presented on the Story cards, unraveling 
the mysteries of your current Cycle and thwarting the plans of the 
villains. And all of that happens right here, during the Story Step. 


Main story progression is resolved only if you fulfill all require- 
ments noted on your current Story card. Usually, story progression 
triggers when there are a certain number of Progress w tokens 
on the current Story card. Another common requirement is being 
on a certain Map tile. In general, your current Story card will spec- 
ify the exact thing you need to do to trigger its story progression. 


When you meet the current Story card's requirements, you will re- 
solve its story progression during the Story Step. 


Most of the time, resolving story progression involves flipping the 
Story card to the other side or referring to a paragraph in your 
current Storybook or on another game element. When you resolve 
the current story progression, discard all w tokens collected on 
the current Story card (unless explicitly stated otherwise). 
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Story card 


CLUE CARDS 


Each story is different, and it's hard to include everything on stand- 
ardized game elements. That is why each Cycle has a number of 
Clue cards that influence the game, introducing new rules, me- 
chanics and hints. Clue cards might represent new rules referenc- 
es, story passages, maps, layouts, events and more. 


Clue cards have a distinct back, showing the number of the Cycle 
they belong to and the number of the Story (or Doom) card they 
will be introduced with. Important: You should never look at any 
Clue cards if you were not specifically instructed to! 


Other game elements, like the aforementioned Story cards, will tell 
you how to use particular Clue cards. 


Clue card 


STORY EVENTS 


Story Events are story related. They happen on a certain day and 
start an adventure. They are like Battle Events and Advancement 
Events in that they are either already printed on your Timeline (this 
is a fixed Story Event) or you will add them there yourself (for ex- 
ample, one of the Dreams of Pharos). 


If there is a Story Event noted on your current day (i.e. an Event 
that is neither an Advancement nor a Battle), find the passage it 
leads to in the Storybook and read it. Note that Special Events 
(such as the Cackle Special Event) do not lead to specific para- 
graphs. To resolve them, find a passage with the designated name 
in the Special Events section of the Storybook. 


MNEMOS BREAKTHROUGHS 


Mnemos Breakthroughs are pieces of your lost memories. Once 
you gain enough Mnemos nodes, you will trigger the next Mne- 
mos Breakthrough. For detailed rules on resolving Mnemos Break- 
throughs, see p. 27. 


SECRET CODES 


Rarely, you will find a secret 4-digit number on a game element. 
If you do, during the Story Step you may find the corresponding 
paragraph in the main story section of your current Storybook and 
resolve it. Unless stated otherwise, each secret code paragraph can 
only be resolved once. 


For detailed rules on resolving Storybook paragraphs, see the Ad- 
venture Phase section of the Rulebook (p. 25). 


8. DOOM STEP 


Doom A, represented by A tokens and Doom cards, is like an 
antithesis to v tokens, story progression and Story cards. If the 
Story cards lead you to victory, Doom cards lead you to defeat. 
Doom cards show the slowly unfolding plans of the villain (or vil- 
lains) of the Cycle and how they come to fruition. 


Doom progression is resolved only if you fulfill all the requirements 
noted on your current Doom cards. Usually, doom progression 
triggers when there are a certain number of A tokens on the cur- 
rent Doom card. 


When you meet the current Doom card’s requirements, you will 
resolve its doom progression during the Doom Step. 


Most of the time, resolving doom progression involves flipping the 
Doom card to the other side or referring to a paragraph in your 
current Storybook or on another game element. When you resolve 
the current doom progression, discard exactly as many A tokens 
collected on the current Doom card as the requirement and move 
all excess A tokens to either the other side of the card (if pro- 
gressing from side A) or the next Doom card (if progressing from 
side B). 


If you’re on the B side of the last Doom card of the Cycle, be wary: 
if your Doom progresses one more time, you will lose the game! 


For detailed rules on resolving Storybook paragraphs, see the Ad- 
venture Phase section of the Rulebook (Story Adventures, p. 26). 


Doom card 
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9. END STEP 


During the End Step, if you are on an Unexplored tile, it simply be- 
comes Explored. This means that if you're already on an Explored 
tile, nothing happens. 


During the first game session, knowing which tiles are Explored is 
easy: it's basically all the tiles revealed on the table. The rest of 
the Map tiles are Unexplored. However, once you play a few more 
game sessions, saving the game in between, it will become a bit 
tougher to keep track of. That's why it's important to remember 
how to save the Map properly (see Saving the Campaign below). 


After you resolve the End Step, proceed to the next Campaign 
Round. 


ADDITIONAL VOYAGE RULES 


This section covers all the additional rules governing the Voyage 
Phase that are not specifically tied to any of the Campaign Round 
Steps. 


SAVING THE CAMPAIGN 


Aeon Trespass: Odyssey is an odyssey of a game. You won't finish 
it in one game session. You won't finish it in two. In fact, a single 
Cycle will take you dozens of hours. To manage that, you will need 
to periodically save the campaign. This section provides the rules 
on how to do it. 

At the end of any Campaign Round Step, you may decide to save 
your game progress and end your current game session. We advise 
saving at the end of the End Step so that you can begin your next 
game at the start of a new day. To save your game, take out the 
Argo Sheet and perform the following steps: 


Note the number and letter of your current Story card along with 
the number of gathered Y tokens (in parentheses). 


Note the number and letter of your current Doom card along with 
the number of gathered A tokens (in parentheses). 


Note the number of the current Map tile (the one the Argo is on). 


ARGO SHEET 
AEON CYCLE |: 
RESPASS | Truth oF THE LABYRINTH 
STORY CARD DE Doom CARD GE. МАР Tite ם‎ > 


WIA & 160) 8827 


Campaign save example 


On the last page of the sheet, to the right of the Choice Matrix, 
note any other Map tile numbers relevant to the current Story 
and Doom cards, as well as all numbers of Map tiles with other 
game elements, such as tokens and tiles, placed on them (e.g. Lab- 
yrinthian Temple marker), as well as the current position of the 
Adversary. 


Note the current Triskelion stats of each Argonaut on their re- 
spective Argonaut Sheets. 


Store your Technology deck, Projects deck, Argo Armory deck, 
Exploration deck, Mnemos Vault, gained Clue cards and all un- 
locked Godform and Summoning cards separate from other com- 
ponents of the same type, to easily access them when you resume 
your campaign. 
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Place all Explored Map tiles into the Explored Map space in the 
game insert. Important: Always remember to put all the Explored 
Map tiles in this space! During the next game session, you may re- 
construct the whole Map at the start or only reconstruct the parts 
relevant for that game session (the Map is big!). 


Explored Map space in the game insert 


If you don’t reconstruct the whole Map, be sure to leave all the 
unused Explored Map tiles in the Explored Map space in the 
game insert. 


NYMPH SUMMONINGS 


During the course of a campaign, you will unlock various mythic 
allies that can be summoned to turn the tide of Battle or enable 
game-changing Voyage abilities. As such, the usage of these allies 
is extremely limited. 


Each Nymph Summoning has a corresponding tarot-sized Sum- 
moning card and a matching Summoning token. 


ENGI 


COD-CH 


ENGINE NYMPH 


» VOY 


Summoning card 


Every Summoning has its own requirements and sometimes costs. 


Once you use a Summoning, you use up 1 Summon Charge Y 
(see Summoning Limit below). Mark a box in the Summoning sec- 
tion of the Argo Sheet to denote the spent charge. 


In total, you cannot use more Y than your current Summon Limit. 
You will find the Summon Limit on the Technology card that will 
allow you to perform Summonings. Whenever you research or gain 
a Technology card with a Summon Limit that is higher than your 
current limit, the higher value becomes your new Summon Limit 
(note it on the Argo Sheet in the box near the Summoning section). 


On top of that, once you use one of the Summonings, it exhausts: 
write its name in the Summonings section, next to the marked 
Summon Charge box to denote that it is exhausted. That particu- 
lar Summoning then remains unusable until the next Divine Surge 
(see Divine Surges on p. 23). 


SPECIAL SUMMONINGS AND BONUS SUMMONING CHARGES 


Very rarely, you may gain access to a one-off Summoning, usually 
of a Nymph you don't normally have access to. When this happens, 
you also gain a bonus w. This Charge can be only used to summon 
that particular Nymph and that Nymph can only be summoned 
once. Consequently, that bonus Y does not get replenished dur- 
ing a Divine Surge (see below) and you have to return the Sum- 
moning card to the box as soon as you use it (unless you have al- 
ready unlocked it permanently). Note this Summoning’s name in 
the Summoning section of the Argo Sheet (even if you already used 
it) but do not mark the box next to it to indicate that it is available 
and does not count towards your Summon Limit. If you gain a bo- 
nus w that is not tied to a specific Summoning, circle one of the 
W boxes to denote that it does not count towards the Summon 
Limit. 


SUMMONINGS AND THE ADVERSARY 


Nymphs are unknowable, but their power is quantifiable. It’s be- 
yond mortal limits. Such rapid manifestations are likely to draw 
unwanted eyes. And whose eyes are more unwanted than your 
Adversary's? 


All Summoning cards have the (&) symbol. This means, whenever 
you perform a Summoning, the Adversary immediately moves to- 
ward the Argo. 


DIVINE SURGES 


Awakenings, Summonings and some other powerful effects make 
use of divine power. However, the Olympians are dead and any lin- 
gering divine power they had is hard to come by. This is represent- 
ed by Divine Surges: only during specific moments of a Cycle do 
these powers replenish. 


A Divine Surge is a periodic game effect that allows you to replen- 
ish available Godforms (see Awakenings, p. 59), as well as Sum- 
monings and Summon Charges (p. 22). Divine Surges are mainly 
associated with major breakthroughs in the Story. Whenever you 
are instructed to perform a Divine Surge, simply erase all marks 
and names from the Godforms section and Summonings section 
of the Argo Sheet. 


DIPLOMACY 


During your voyages you will meet many peoples. Some of these 
peoples will represent major Factions you can interact with. Each 
Cycle has a different set of Factions. Your standing with a given 
Faction (called a Diplomacy Score) will influence everything from 
the resources you gain during the Exploration Step, and the avail- 
able choices during the many adventures, to Battles and various 
tests (like Skill tests or Saves). 


You should note your current standing with different Factions on 
the corresponding Diplomacy track. Whenever you gain or lose 
Diplomacy with a Faction, mark the appropriate space on the cor- 
responding track. Each track is divided into sections representing 
different Diplomacy Thresholds (like Friendly or Denounced). 
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Various game elements will include Diplomacy triggers that may 
modify their game effect or extend or restrict your options. Unless 
explicitly stated otherwise, these always refer to your Diplomacy 
Threshold (i.e. “Friendly or better") or Score (i.e. “Diplomacy 5+”) 
with the Local Faction (the Faction whose symbol is in the bot- 
tom right corner of the Map tile the Argo is currently on). As with 
other triggers, like Д or W, the following effects are resolved 
only if your standing with this Faction is within the specified range 
(e.g. if you encounter a game element with an effect preceded by 
or the words “Friendly or better," it is resolved only if you 
are Friendly or Allied with the Local Faction). 


LOCAL FACTION 


The Local Faction is the Faction whose 
symbol is in the bottom right corner of 


the Map tile the Argo is currently on. If 
there is more than one faction symbol on 
a tile, you can choose which of the Local 
Factions you want to take into considera- 
tion when applying modifiers and triggers. 


The numbers in parenthesis above the track sections denote the 
Diplomacy Bonus/Penalty you should apply if you are within a giv- 
en threshold. Whenever you test Diplomacy (for example when 
using Negotiation abilities), raise or lower your result by the value 
of that bonus or penalty. 


If you ever reach the At War section of any Faction's Diplomacy 
track, there is no going back: you can no longer gain or lose Diplo- 
macy with this Faction. Simply ignore all gains and losses of this 
Faction's Diplomacy. 


GAIN 


During the game, you will gain a lot of different things! (And lose 
those things too...) You may gain or lose resources, Gear € cards, 
Mnemos cards, Technologies and other game elements from Bat- 
tles, adventures and other sources. Whenever you gain a card, sim- 
ply find it and add it to the appropriate place: 


+ Gained € cards are added to the Argo Armory deck. However, 
if for whatever reason you gain а & card during a Battle, the 
Titan responsible for the gain can immediately equip that ¢ 
card (discarding any other € if needed). For example, this may 
happen as a result of a Critical Wound or a Search test. Impor- 
tant: If you gain a card with a Possession keyword, the Titan or 
Argonaut must immediately equip it. 


* 


Gained Technology cards are added to the Technology deck. 


+ Gained Clue and Ally cards are placed next to your current 
Story and Doom cards. 


+ Gained Mnemos cards are placed in the play area of the Argo- 
naut who gained them. If it is impossible to distribute a gained 
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Mnemos card to any Argonaut (it would exceed their limit of 2 
Mnemos cards), it is instead added to the Mnemos Vault (see 
Mnemos Cards on p. 29). 


Gained tokens are placed in the appropriate area. For example, 
Progress w tokens will be usually placed on the Story card 
or Inward Odyssey. Doom 4A tokens will be placed on Doom 
cards. Ambrosia and Despair tokens gained outside of Battle 
Will be held by the Argonaut who gained them. 


GAINING OTHER GAME ELEMENTS 


Some game elements are not represented by physical components. 
These include resources, statistics, Mnemos nodes, Titans, У, €, 
various Boons and Afflictions, permanent Skill bonuses and more. 
If you gain any element that is not represented by a component, 
note it down in the correct section of the Argo Sheet or, if it was 
gained by a specific Argonaut, on their Argonaut Sheet. 


Loss 


Similarly, when you lose a physical component, simply put it back 
into the game box, unless instructed otherwise. When you lose a 
game element that is not represented by a physical component, 
erase it from the appropriate sheet (if it is singular) or lower its 
value by a specified number. 


GAIN/LOSS MITIGATION 


Some Technology abilities may allow you to perform a "save test." 
These abilities will always contain the word “Save.” A successful 
save test allows you to ignore gaining or losing a specific game el- 
ement (usually a negative resource). It can be re-rolled using Argo 
Fate just like any other Argo test (see p. 31). Each Save ability can 
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only be used once per a single instance of gaining/loss. However: 


If you possess multiple separate abilities that would allow you 
to perform a save test for the same effect, you can use as many 
of them as you like during one instance. 


If you gain/lose the same game element more than once in a 
day from different sources, you can use the same Save abili- 
ty for each of these gains/losses (because these are separate 
"instances"). 


You cannot use Save abilities to mitigate Unavoidable gain or 
loss. 


Note: Most Save tests are influenced by your Diplomacy bonus/ 
penalty. 


VOLUNTARY GAIN/LOSS 


If the gain/loss is listed in the text of an active ability, story choice 
or any other non-forced effect, it is considered a voluntary gain/ 
loss (a ^payment") and cannot be mitigated in any way. To resolve 
this effect, you must gain/lose all listed game elements. You can't 
use Save abilities or any other effects that would allow you to ig- 
nore any of these gains/losses. These types of voluntary gain or 
loss may sometimes use the word *pay." 


GAINING/LOSING A$ A GROUP 


When you are instructed to *gain X as a group" or *lose X as a 
group," distribute the specified statistic or element among all of 
the Argonauts. It does not have to be distributed evenly. You may 
assign this gain to one Argonaut or distribute it among some or all 
of them. 


ADVENTURE PHASE 


The Adventure Phase is not as structured as the Battle and Voyage 
Phases. There is no strict round sequence to follow, but there are 
some important rules and ramifications nonetheless. There are at 
least 7 types of adventures in Aeon Trespass: Odyssey: 


* Story Adventures (p. 26) 

Hub Adventures (p. 26) 

R&R Adventures (p. 27) 
Inward Odyssey (p. 27) 
Mnemos Breakthroughs (p. 27) 
Dreams of Pharos (p. 28) 


+ + + + + + 


Special Events (p. 29) 


Continue reading to learn more about general Adventure rules, or 
proceed to the paragraph concerning a specific adventure type to 
learn how to resolve it. 


A NARRATIVE GAME OF CHOICE 


The Olympian Gods are dead, Hellas has been rocked by the cat- 
aclysmic Eschaton. Primordials ravage what is left of mortal civili- 
zation. 


The Argo sails the Great Sea towards a destination unknown. It 
brings with it hope for a better future for all mortals. But those 
onboard have no such luxury of fallback: people look to them, but 
they can only look to each other, there is no greater authority here. 
The burden of responsibility is heavy indeed. 


You, the Argonauts, will have to make those choices... and live with 
the consequences. 


Aeon Trespass: Odyssey is a game about stories, more so than 
most adventure games. Though, on the outset, the narrative may 
look like a choose your own adventure, it’s much more than that. 
Your choices will not only inform where you end up at, but also who 
you truly are. Usually, there are no inherently good or evil choices. 
There are hard choices, difficult choices, moral choices, pragmat- 
ic choices. Weighty choices that will have major consequences for 
your games going forward. 


WHAT ARE ADVENTURES? 


Aeon Trespass: Odyssey will send you on myriad adventures: from 
swashbuckling clashes on high seas, through stealth infiltration 
missions, war stories and diplomatic negotiations, to introvertive 
pieces about your character or the Argo as a whole. 


So, what makes an adventure and when does the Adventure Phase 
start? The general rule is, everything that sends you to a Storybook 
paragraph is considered an adventure. 


NAVIGATING STORYBOOKS 


Storybooks contain all the story paragraphs and Battle Setups as- 
sociated with a given Cycle, as well as Cycle-specific rules. When 
playing a given Cycle, you will mostly be required to use the Story- 
book associated with that Cycle, although some, such as Mnemos 
Breakthroughs or Adversary Battles, are not strictly connected 
to a single Cycle and as such may require you to refer to other 
Storybooks. 


The first and most important rule of the Storybook is: never read 
story passages unless you are clearly instructed to! This will 
ensure you don’t spoil the story for yourself. On that note, read 
only the paragraphs you've been directed to and try not to look at 
those around them. When you begin resolving a story paragraph, it 
marks the beginning of the Adventure Phase. 


FOLLOWING THE PARAGRAPHS 


Many Storybook paragraphs include an outcome pointing you to 
another paragraph. When you are done resolving them along with 
all associated effects, simply proceed to the paragraph you were 
directed to. 


Fail: See 0006. 
Success: See 0005. 


Alternatively, a story paragraph may end with the words “Return 
to the Voyage Phase” or simply conclude, with no further direction. 
This means that the adventure is over and you should return to the 
Campaign Round Step you were on when you were instructed to 
read the paragraph. 


Gain +1% , then return to the Voyage Phase. 


Remember: The adventure ends only if you are instructed to “Re- 
turn to the Voyage Phase" or there is no further paragraph men- 
tioned. You must always resolve all chained paragraphs before you 
can perform any other actions or resolve further Campaign Round 
Steps. 


STORY CHOICES 


Some of the story paragraphs have choice-based outcomes. De- 
pending on your decision, they will point you to different para- 
graphs, and sometimes will list some of the gains and losses as- 
sociated with a given choice. We've intentionally designed these 
choices to give you insight into their outcomes, allowing you to 
make informed, strategic and narrative decisions. Read all of your 
choices and weigh your options. Some consequences of your choic- 
es are supposed to remain obscured and these have been moved to 
the next paragraph in the chain. Some choices are only available if 
you fulfill specific conditions. Even if you do, however, you are not 
forced to choose a given option, unless stated otherwise. 


MAKING NOTES 


Some story paragraphs will instruct you to note some information. 
If they specify where to note it, write it down in the appropriate 
section of your Argo Sheet or Argonaut Sheet. Otherwise, simply 
remember it for the duration of your current adventure. 


CHOICE MATRIX 


In Aeon Trespass: Odyssey, the Choice Matrix is a system used to 
track important choices and refer to them during future events. 
Whenever the game instructs you to mark a Choice Matrix node 
(for example, *mark A1"), you should take your Argo Sheet and 
mark an appropriate space with an X. Later, the game may instruct 
you to check if a given box is marked. You cannot mark a box twice. 
If a box is already marked when the game instructs you to mark it, 
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ignore this instruction. On very rare occasions, a game element will 
tell you to “cross out" or “erase” a Choice Matrix node. In that case, 
erase it or encircle it, to note that the choice has been reversed. 


Important: The Choice Matrix persists through ALL the Cycles 
of Aeon Trespass: Odyssey! When you progress from one Cycle 
to the next, carry over all marked choices to the Choice Matrix of 
your new Argo Sheet (or simply use the same last page). 
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PARTY LEADER 


During each adventure (whether main story, hub or other), one of 
the Argonauts must become the party leader. 


Unless instructed otherwise, choose a party leader as soon as they 
are referred to in the paragraph (either in the story or in a mechan- 
ical instruction) or when you are faced with a choice (whichever 
comes first). 


Most importantly, the party leader breaks all decision ties during 
the adventure if the players cannot reach a compromise. They are 
also the most likely to be tested during the adventure, as well as to 
gain Triskelion statistics (Д, C) or ЧИ), Boons, Afflictions, tokens 
and various other game elements. Finally, they resolve all other ef- 
fects and choices that refer to the party leader. 


Once the party leader is chosen, give them the @ Priority Target 
token as a reminder. This player remains the party leader until the 
end of this adventure. 


Tip: You are free to choose whomever you 
want as the party leader. However, you should 
consider your choice well. They should be 
chosen based on their Triskelion statistics, 
Argonaut Skills and other attributes that you 
predict will be useful in a situation you are 
about to face. If you cannot reach an agree- 
ment on who should be the party leader, you 
should choose one randomly. 


Priority Target token 


STORY ADVENTURES 


Story Adventure is the category that contains all Storybook pas- 
sages in the Main Story section of the book. Usually, you will be di- 
rected to them by Story and Doom cards, but there are some other, 
unique effects that may lead to Story Adventures as well. 


Remember: If a game element directs you to a passage without 
telling you which section you can find it with, you should refer to 
the Main Story section. 


26 Adventure Phase 


There are no specific rules concerning Story Adventures. Simply 
find the designated paragraph and resolve it, according to general 
Adventure Rules. 


HUB ADVENTURES 


Besides the main story, most of the adventures will come from your 
Cycle’s Adventure Hubs. You resolve a Hub Adventure each time 
you encounter an active adventure š, symbol. 


Adventure hubs are groups of adventures connected through a 
common theme, with fixed opening and closing adventures, that 
tell a coherent story. In hub adventures, you will encounter people 
and places relevant to the region the Argo is currently in. Some of 
these adventures will be side stories, while others may have lasting 
consequences and even influence the main story. 


To find out which adventure you should resolve, find the Adven- 
ture Hubs table on the first page of your current Storybook. Roll a 
d10 and refer to the column corresponding to your current Story 
(Story cards 1A and 1B are Story I, Story cards 2A and 2B are Story 
Il and so on). This will inform you which Adventure Hub you should 
go to as well as which Adventure Terrain you should add to the next 
Battle (see Adventure Terrain, p. 31). 
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Example: The players have encountered an unexplored & sym- 
bol. During the Expedition Step, they go to the Adventure Hubs 
table and roll a d10, getting a result of 8: They are currently on 
Story card 2B, so they refer to the Story II column. They find out 


they should resolve the Adventure Hub corresponding to the 7-8 
range — Man of Purpose. Before they proceed to this chapter, they 
mark a box on the Man of Purpose track on their Argo Sheet, then 
note Abandoned Temple (Outer 3) on the day of their next Time- 
line Battle X. 


Once you know which Hub you have encountered, remember to 
mark a box on an adventure track on the Argo Sheet (if all boxes 
are already marked, re-roll to choose a different Hub). Then go to 
the corresponding chapter in the Storybook. 
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There, you will find an Adventure Table, listing all adventures avail- 
able in a given Hub. If the box you marked on the Argo Sheet has 
the (X ог О symbol inside, simply proceed to resolve the para- 
graph marked with the same symbol in this Hub's chapter. 


If the box you marked was empty, instead roll a d10 again and con- 
sult the Hub's Adventure Table to find the adventure you have to 
resolve. Mark a fated box (see Fated Boxes on p. 32) next to this 
adventure's name, then find it in the Hub's chapter and read it. 
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Once you find the correct paragraph, remember to gain Mnemos 
nodes — see p. 29 for details. Finally read it and see where the ad- 
venture takes you. 


RQR ADVENTURES 


R&R (rest and recuperation) adventures are shorter, mostly 
self-contained stories that revolve around the Argo and the lives 
of its crew. They are generally much more light-hearted, often co- 
medic, romantic, nostalgic or dramatic. These are the “slice of life” 
stories of the Argonauts and the less prominent members of the 
city-ship community. R&R adventures usually offer only bonuses, 
but they may also give you interesting choices! 


When you encounter an R&R adventure Z symbol, during the 
Expedition Step go to the R&R adventure chapter of your current 
Storybook. Roll a d10 and consult the R&R Adventure Table to find 
the adventure you have to resolve. Mark a fated box (see Fated 
Boxes on p. 32) next to this adventure's name, then find it in the 
R&R Adventures chapter and read it. 


INWARD ODYSSEY 


The Argo sails across Hellas, visiting many strange lands and inter- 
acting with their native inhabitants. But what is constant over the 
span of all the Cycles is the Argo itself and its crew. Inward Odyssey 
tells that part of the story. 


However, each Inward Odyssey adventure will also net you a valu- 
able unique reward: some increase basic statistics and resources, 
but most will introduce powerful new gameplay elements, includ- 
ing Technologies, Godforms, Summonings and Patterns! 


Each Cycle has its own Inward Odyssey Story card. That Story card 
is like a table of contents for Inward Odyssey adventures. There's 
always 20 Inward Odyssey adventures per Cycle and only the most 
inquisitive players will experience them all. 


Inward Odyssey adventures are directly tied to the Argo Knowl- 
edge ch statistic. Each time you gain ch, you unlock the next ad- 
venture from the Inward Odyssey chapter of your current Story- 
book. You will resolve this adventure at the end of your current 
Step. This means that Inward Odyssey adventures have the poten- 
tial to trigger during any Step of the Round. 


If you ever gain more than 1 (* during a given Step, you will resolve 
all of the corresponding Inward Odyssey adventures, one by one. 


INWARD ODYSSEY: 
TRUTH OF THE LABYRINTH 


2ч tokens on this card, discard them and gain, 


th level during the Story Step, after all 
the corresponding Inward Odyssey 


Inward Odyssey card 


POWERFUL Д REWARDS 


Inward Odyssey adventures are your main source of Godforms, 
Summonings and Patterns. Do not sleep on these and gain as 
much Argo Knowledge rf) as you can. Once you clear your cur- 


rent Cycle and move to the next one, you will change Inward Od- 
yssey cards. Any Inward Odyssey stories you haven’t experienced 
by that point are lost forever (for that playthrough). Remember 
that you can place v tokens on Inward Odyssey to gain addition- 
al chy. Every 2 @ tokens generate 1 ch. 


INWARD ODYSSEY ADVENTURE REQUIREMENTS 


Some rare Inward Odyssey adventures may have specific require- 
ments, like having a certain Technology or advancing past a certain 
point in the game. When you encounter a requirement you do not 
yet meet, stop resolving that adventure. Later, when you meet the 
requirements, resolve that adventure at the end of the current Step 
(you do not need to gain additional ch for this). 


If you have an unresolved Inward Odyssey adventure and gain an- 
other +1 (tj, move to the next adventure on the card. Note апу 
Inward Odyssey adventures you had to omit on the Argo Sheet. 


MNEMOS BREAKTHROUGHS 


Mnemos Breakthroughs are adventures initiat- 
ed from an Argonaut’s Mnemos (see Mnemoses, 
p. 29). They bs called Breakthroughs, because В [0 [0 ₪ 
they unlock a better understanding of your char- 

acter and their shrouded past. During the Story ў Я 
Step, if all nodes to the left of a breakthrough X 
symbol have been marked (see Mnemos nodes, 


А Е Мпетоѕ 
р. 29), апа ће breakthrough symbol itself is un- DUE 
marked, resolve the associated paragraph (not- smala 


ed above this breakthrough symbol), then mark 
the breakthrough symbol as resolved. 
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Mnemos breakthrough adventures are similar to hub adventures, 
but they only involve the Argonaut that the memory belongs to. 
These are their personal stories that may influence their mindset 
to a great extent and define their character. 


For this reason, we encourage you to read Mnemos paragraphs 
alone. This is important, because people process emotions differ- 
ently in a group and the stories told in the Mnemoses are quite 
intimate. Then, you should decide if you want to read it out loud, or 
just share what you've learned, disclosing as much as you wish and 
including your own interpretation of these events, tailoring them to 
better fit your outlook on the Argonaut you play as. These are only 
faint memories, after all, they don't define you. 


For the same reason, to deepen the immersion, we advise you to 
take into consideration what kind of person you believe your Argo- 
naut to be, as you debate on future story choices. 


However, if you wish to read a Mnemos aloud to the whole group 
straight away, that's fine too! Just note that Mnemos Break- 
through adventures don't have a party leader: it's all up to the one 
Argonaut. 


MNEMOS BREAKTHROUGHS REWARDS 


Your main reward for resolving a Mnemos Breakthrough is learn- 
ing more about your Argonaut’s past and unlocking a new Mnemos 
ability (see Mnemos Cards, p. 29). Most Mnemos Breakthroughs, 
however, will grant you additional unique rewards. Note them on 
your Argonaut Sheet. 


Important: If you gain a € card from a previous Cycle as a Mnemos 
Breakthrough reward, it counts as a card from the current Cycle, 
overriding their original Cycle affiliation. 


DREAMS OF PHAROS 


Dreams of Pharos are... different. These adventures take you to 
a mysterious place, seemingly outside of reality itself: Alexandria, 
the day before it was obliterated during the Eschaton. There, you 
will explore its famous library for clues and secrets, both concern- 
ing the current Cycles, as well as the Aeon Trespass setting as a 
whole. 


Dreams of Pharos, sometimes denoted by the symbol: 1, are mys- 
terious adventures initiated by specific game effects and usually 
added to the Timeline as Story Events. Unless stated otherwise, a 
Dream of Pharos is resolved in the Story Step (just like any other 
Story Event). To resolve it, go the Dreams of Pharos chapter of your 
current Storybook. Roll a d10 and consult the Dreams of Pharos 
Adventure Table to find the adventure you have to resolve. Mark a 
fated box (see Fated Boxes on p. 32) next to this adventure’s name, 
then find it in the Dreams of Pharos chapter and read it. 
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The main reward for resolving a Dream of Pharos is cryptic knowl- 
edge! It's for you to figure it out. Dreams of Pharos will also offer 
more tangible rewards, but these carry with them a peculiar risk 
represented by the Pharos Delve mechanic. 


PHAROS DELVE 


Most Dreams of Pharos include a unique push your luck mechanic, 
called the Pharos Delve. When you see the Pharos Delve prompt 
(see example below), start drawing cards from the Major Trauma 
deck, adding the numbers in the lower left corner of the cards. 
After each draw, you may decide to either stop the Delve or to 
continue. If you continue, draw another card and add the number 
denoted on it. 


To succeed in a Delve, the sum of your cards must be equal to or 
higher than the Delve difficulty (denoted in brackets), but lower 
than 16. 


Pharos Delve (12) 

Success: Play the next battle with the top 
BP card in the BP deck revealed. 

Fail: Lose -1 Х.ог €, whichever you have 
more. 


Pharos Delve example: players should aim for a total between 12 and 15. 


If the total is at any point equal to or higher than 16, you immedi- 
ately Fail the Pharos Delve and resolve the Fail effect. 


If you decide to stop the Delve before reaching 16, check if the 
total is equal to or higher than the Delve difficulty. If it is, resolve 
the Success effect. Otherwise nothing happens. 


Some other game effects may also use the Pharos Delve mechanic. 
When an effect tells you to use the Pharos Delve rules, it means it 
will be resolved exactly like a Pharos Delve, but is not considered a 
Pharos Delve (or a Dream of Pharos for that matter!). 


PHAROS A DELVES A ODDS 


Pharos Delve is a game of push your luck. It’s always worth it to 
start a Delve, but sometimes you will need to walk away: it’s better 
to run with nothing, than stay and lose. There are 15 cards in a 
standard Major Trauma deck. There's a pair of each: 15, 2s; ‘3s’, 
45, ‘Ss’, ‘6s’ and ‘7s’, and a single '8* 


SPECIAL EVENTS 


Special Events are a broad category for unique, usually short and 
one of a kind adventures. There are no specific rules concerning 
Special Events. When instructed to resolve a Special Event, simply 
find an appropriately named passage in the Special Events chapter 
of your current Storybook and read it. 


OTHER ADVENTURES 


Aeon Trespass: Odyssey is a big game, full of exploration, discov- 
ery, surprises and secrets. In effect, you may encounter other types 
of adventures along the way (in the core game and expansions). 
These adventures will provide any additional rules required to re- 
solve them. 


ADDITIONAL ADVENTURE RULES 
MNEMOSES 


Although the Argonauts do not remember their pasts, certain Sto- 
ry Events and Adventures may trigger flashbacks of their defining 
moments. These fragmented memories are represented by Mne- 
mos cards. They not only allow you to learn more about your char- 
acter’s past, but also give access to unique abilities that can be later 
improved by collecting Mnemos nodes. 


ed Ош NM SIREN 
סה‎ oor VOYAGE N SURVIVOR D | 
| Siren survivor AAAA AAAA Агур. | 
| גגה‎ 
QUOS VOS v mme "УУ ~ | 
nooo N antay aC hen om | 
KAA AAA A оа сак rom ane cia | 
l AA AA 00 ama ut ын 
МР и | 
| ААА =. 
ש.י"‎ 
~ v! 


When you gain a Mnemos, find the associated Mnemos card in the 
game box and write its title on your Argonaut Sheet, in the ap- 
propriate space. Then, write the paragraph number of the first 
Mnemos Breakthroughs (see below) above the Breakthrough sym- 
bol on the corresponding Mnemos track. From then on, you gain 
access to this card's Level 1 ability. 


MNEMOS CARDS 


On the back of a Mnemos card you will find a title and an illustra- 
tion, as well as a cryptic note as to its nature. On its front, the card 
shows the Cycle number 6 three Mnemos levels, each with a cor- 
responding ability e and a Breakthrough paragraph number 9. 
as well as Skill bonuses @) for your Argonaut and the Mnemos 
traits 9. 
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You gain access to the Level 1 ability as soon as you gain the Mne- 
mos card, while Level 2 and Level 3 abilities are unlocked, respec- 
tively, by reaching the first and second Mnemos Breakthroughs. 


The Skill bonuses are simply applied onto your Argonaut Sheet, 
right after you gained the Mnemos card. They are permanent, as 
long as you have the Mnemos card. 


The Mnemos traits have no inherent effect, but they are used to 
determine if you gain a Mnemos node from a hub adventure (see 
below). 


MNEMOS NODES 


Mnemos nodes are like experience points for your individual Mne- 
mos cards. Each Mnemos progress track goes from 1 to 10 nodes. 
At certain thresholds (called Breakthroughs) you will experience 
a Mnemos adventure that further illuminates your past, as well as 
unlocks the next Mnemos Ability (using abilities will be described 
in further detail in the Battle Phase section of the Rulebook, on 
р. 33). 


You gain Mnemos nodes from various game elements, but the most 
common source of nodes is hub adventures. To gain a Mnemos 
node from a hub adventure, you simply need to match one of the 
Mnemos's traits to the adventure's trait, found on the right of the 
adventure title. 


6 | Bitter Seeds GE_ Gods 


Example of an adventure with the Gods trait 


When you are about to resolve a hub adventure, first each Argo- 
naut with a Mnemos card with the corresponding trait gains 1 
node for that Mnemos. Mark the leftmost empty node on the Argo- 
naut Sheet next to this Mnemos's title. 


Important! This way an Argonaut can only gain 1 node per ad- 
venture, regardless of the number of Mnemos cards with match- 
ing traits they have. 
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This means that if both of their Mnemos cards have the corre- 
sponding trait, they only gain a node for one of them. In that case, 
the node must go to the dominant Mnemos, that is the one with 
the most nodes. In case of a tie, the player controlling this Argo- 
naut may choose. 


Note: It's possible to gain nodes past an unmarked Breakthrough 
symbol (for example, by gaining a few nodes before the next Sto- 
ry Step). In such a case, simply note them on the Mnemos track, 
then resolve the Breakthrough during the Story Step and only then 
mark the symbol. You're already on your way to the next Break- 
through! (This may even lead to you resolving two Breakthroughs 
during one Story Step, one after the other!). 


RESOLVED MNEMOSES AND KATHARSIS 


Once you resolve the last Breakthrough of a Mnemos card, it be- 
comes resolved. This means that when your Argonaut dies or 
leaves the Argo, this Mnemos does not return to the Mnemos Vault. 
Instead it is put back into the game box with other unused Mnemos 
cards. You probably won't see it again. 


A special type of Mnemos resolution 
is called a Katharsis. If you reach a 
Katharsis, you will be given a code 
you will write in the Katharsis box on 
your Argonaut Sheet. 


KATHARSIS 


MNEMOS CARD LIMIT 


Each Argonaut can have a maximum of 2 Mnemos cards. If you are 
instructed to gain a Mnemos card and you are already at the limit, 
the Mnemos card goes to another random Argonaut. If all Argo- 
nauts already have 2 Mnemos cards, the new Mnemos is instead 
added to the Mnemos Vault. 


MNEMOS VAULT 


The Mnemos Vault is a deck that consists of all Mnemos cards 
you have unlocked during your campaign, which are not currently 
assigned to any Argonaut. Keep it separate from other Mnemos 
cards. You add Mnemos cards to the Vault in the following situa- 
tions: 


* When an Argonaut dies or leaves the Argo for any reason, they 
return their unresolved Mnemos cards to the Vault. 


* When you gain a Mnemos card and all Argonauts already have 
2 Mnemos cards each, the newly acquired Mnemos card goes 
to the Vault instead. 


Usually, when a new Argonaut is introduced into the game (you will 
learn how this works soon enough), you will be instructed to assign 
them a Mnemos card from the Mnemos Vault. 


FATED MNEMOSES 


Fated Mnemoses are a different type of Mnemos cards. They are 
condensed mental traumas, memories not of particular events, but 
of the states of your mind. These memories are always bad and they 
weigh on your heart, introducing various mechanical hindrances. 


Each Argonaut can have 2 unresolved Fated Mnemos cards at the 
same time. These do not count towards the limit of 2 Mnemos cards 
per Argonaut (i.e. in total, an Argonaut can have up to 2 Mnemos 
cards and up to 2 Fated Mnemos cards). 


Fated Mnemos cards do not count as Mnemos cards for the pur- 
poses of other effects. 


When you gain a Fated Mnemos, search the game box for all of the 
Fated Mnemos cards associated with the Cycle you are currently 
playing, shuffle them and draw a random card. Then, note it on 
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your Argonaut Sheet, just like a regular Mnemos. Fated Mnemos 
cards are always gained black side up. 


FATED MNEMOS CARDS 


Each Fated Mnemos card has a title and an illustration, as well as a 
short description of the memory. Mechanically, the card includes a 
hindrance 0 which you will overcome, as well as Skill penalties 
Ө for your Argonaut and the Mnemos traits 9. 
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Fated Mnemos card 


The hindrance is a special negative effect or limitation the Argo- 
naut must always adhere to. If the effects of your 2 Fated Mne- 
mos cards contradict each other, the one you gained earlier (is on 
a higher position in your Argonaut Sheet's Mnemos section) takes 
precedence. 


The Skill penalties are simply applied onto your Argonaut Sheet. 
They are applicable as long as you have the Fated Mnemos card. 


The Mnemos traits have no inherent effect, but they are used to 
determine if you gain a node from a hub adventure, just like with 
normal Mnemoses (see Mnemos Nodes, p. 29). At the beginning of 
a hub adventure, each Argonaut with at least 1 Fated Mnemos card 
with a matching trait gains 1 node for that Fated Mnemos. This is 
in addition to any node gained for a regular Mnemos card! 


This means that, if traits match, each Argonaut can gain 1 regu- 
lar Mnemos node and 1 Fated Mnemos node from a single adven- 
ture. However, they will never gain 2 or more nodes for the same 
Mnemos card or the same Mnemos type (regular or Fated). 


RESOLVING A FATED MNEMOS AND TRAUMA GROWTH 

A Fated Mnemos has no breakthrough adventures – if all the nodes 
to the left of the first breakthrough symbol are marked, it is auto- 
matically resolved during the Story Step. 


However, overcoming any mental hurdle makes you grow. This is 
reflected by the trauma growth abilities found on the backs (blue 
side) of Fated Mnemos cards. Each resolved Fated Mnemos gives 
you a positive ability that you should write down on your Argonaut 
Sheet, then return the card to the Fated Mnemos deck. There is no 
limit to the amount of trauma growth abilities a single Argonaut 
can have (you can even gain the same trauma growth ability more 
than once and their effects will stack). 
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ADVENTURE TESTS AND POLLS 


Adventures in Aeon Trespass: Odyssey are based around your ab- 
solute and informed choices. However, sometimes we're not fully in 
control, sometimes it's up to chance and effort. When the outcome 
of a given choice is undetermined, you will be instructed to per- 
form a test, a roll or some other activity. 


ADVENTURE TESTS 


Many adventures will instruct you to perform a test. To do it, sim- 
ply roll a single d10 and compare the result to the difficulty of the 
test (i.e. 6+). If the result is equal to or higher than the difficulty, it 
is a Success. Otherwise it is a Fail. 


Important: Similarly to other 410 rolls, a natural ‘10° is always a 
success, while a natural ‘1’ is always a failure. 


Some abilities and game effects (like a marked Matrix choice or 
a Diplomacy Score) may allow you to add a bonus to the test re- 
sult. Unless stated otherwise, all of these effects must be declared 
before you perform the test. Then, after you roll the die, increase 
the result by the bonus. Unless stated otherwise those effects can 
be used once per test. 


There are two types of tests in the Adventure Phase: 


Argonaut Tests: Tests performed by a specific Argonaut (or each 
Argonaut). These are generally associated with a specific Argonaut 
Skill (e.g. Cunning or Endurance). In this case, you must increase 
(and in certain situations decrease) the test result by your Skill val- 
ue. Argonaut tests can be re-rolled using ЧИ just like Attack and 
Evasion Rolls (see Fate Re-rolls on p. 8). 


Each Argonaut tests Endurance or Fury (8+). Gain 
+1 A to add +1. 

Fail: You are gravely wounded during the battle. 
Gain *2 A. 

0—2 successes: You manage to hold your own, 
but your crew рауз the ultimate price for your 
safety. Lose -1 Ж. 

3—4 successes: You quickly gain the upper hand 
and push the attackers back. Subtract -1 W. 

See 0074. 


Argo Tests: Tests that are not resolved by a specific Argonaut are 
Argo tests. They are commonly found on Technology cards. These 
can be re-rolled by raising Argo Fate Yọ instead of an Argonaut's Q9 
statistic. For all other purposes they are resolved like Argonaut tests. 
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SOLO Vs. GROUP TESTS 


Some tests will require only one Argonaut to make the test (usu- 
ally the party leader), while others will have each Argonaut make 
a separate test. 


A solo test is a make it or break it affair, the Argonaut will either 
succeed or fail. Usually, other Argonauts will get the chance to in- 
fluence the test slightly (i.e. gain À to add +1 to the result), but the 
pressure is on the single Argonaut. 


Group tests are different, in that an individual success or failure 
means less. Usually, a group test has success ranges. After every 
Argonaut makes their test, the Argonauts sum up their successes 
and consult the results. This means a group test usually has more 
than two possible outcomes: typically an outright failure (0-1 suc- 
cesses) a moderate success (2-3 successes) and a full success 
(4 successes). 


FAIL: EFFECTS 


Group tests also introduce “Fail:” effects. A Fail effect is applied 
to the individual Argonaut who failed the test and not the whole 
group. It's entirely possible to succeed at a group test as a group, 
but fail as an individual Argonaut. 


OTHER ADVENTURE ROLLS 


There are many types of rolls you may be required to make during an 
adventure. Not all rolls are tests. An effect may instruct you to sim- 
ply roll a d10 and resolve it according to the result (e.g. “roll a d10. 
On a 10 you Awaken.") Such rolls are not tests (their description 
does not include the word ‘test’) and cannot be re-rolled using ЧИ. 


PERIL 


Some choices, tests and rolls are marked with the Peril keyword. 
The Peril keyword states that the party leader must make the de- 
cision, test or roll without consulting the other players. This means 
no talking, no discussing, no meaningful glance. It's all on you. 


ADVENTURE TERRAIN 


Each Adventure Hub has an associated Terrain tile that you add 
to the upcoming Timeline Battle if you go on an adventure from 
that hub. Once you establish which Adventure Hub you are about 
to resolve, consult the Adventure Terrain column in the same row. 
Note this Terrain's placement instructions on the Timeline, on the 
day of the earliest upcoming Timeline Battle. This Terrain affects 
only a Timeline Battle, not a Battle triggered in any other way. If 
an Adventure Terrain is already noted for this day, ignore this in- 
struction. 


During the Battle Setup of a Timeline Battle with an Adventure Ter- 
rain, place the corresponding Terrain tile(s) on the Battle Board, 
after you place all Battle-specific Terrain tiles. This Terrain tile(s) 
cannot overlap with Titans, the Primordial, or other Terrain tiles. 
Adventure Terrain placement instructions include: 
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Outer 3: Means you need to place the tile only within 3 spaces from 
any Board Edge. 


Outer 3 diagram 


Inner 3: Means you need to place the tile on any spaces that are not 
within 3 spaces of the Board Edge. 


Inner 3 diagram 


Note: Some Terrain tiles may include additional setup instructions 
on their Terrain card. 


FATED BOXES 


Fated boxes are commonly found in adventure tables. They are 
used to denote that you have already encountered this part of the 
story. By default, you mark a fated box in an adventure table (in 
the R&R, Inward Odyssey or Hub section) immediately after you 
roll the associated number, before you proceed to resolving this 
adventure. 


If you have already marked one fated box corresponding to an ad- 
venture and rolled its number again, check if there is another fat- 
ed box associated with it. If there is, simply mark it and follow the 
instructions denoted next to it. If all fated boxes associated with a 
given adventure are marked, roll a d10 again and resolve a different 
adventure instead. If at any point the fated boxes of all adventures 
in any of the adventure tables have been marked, reset all of the 
boxes in this table. 


Note that fated boxes may also be encountered in some of the 
paragraphs, outside of the adventure tables. These paragraphs 
will inform you when to mark the fated boxes and may introduce 
additional effects referring to the number of marked fated boxes. 


О0141 1 T 1 111 


You've felt something brewing for some time now. 
You have heard whispers of discontent. Some are 
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Example of fated boxes encountered іп a story paragraph 


Fated boxes carry over between all your playthroughs of Aeon 
Trespass: Odyssey. If you repeat any of the Cycles, do not reset 
marked fated boxes. This will allow you to experience new stories 
and encounter unexpected twists in the narrative. 


LEAST AND MOST LIKELY ARGONAUT 


The least likely Argonaut is the one with the least amount of Mne- 
mos cards. In case of a tie, the one with the least amount of Mnemos 
nodes. If there's still a tie, choose randomly from the tied players. 


Conversely, the most likely Argonaut (or the ‘strongest’ Argonaut) 
is the one with the most Mnemos cards and Mnemos nodes. If 
there’s a tie, choose randomly from the tied players. 


Important: Fated Mnemos cards and Fated Mnemos nodes do not 
count towards this. 
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DATILE PHASE 


When the cataclysmic Eschaton happened, mortals thought it was 
the end of the world. That was not the case: the world continued, 
although diminished, without the Olympian gods' guidance... and 
then the Primordials appeared. Giant monsters from some Oth- 
er Place, here to finish the mortals once and for all. There is no 
power capable of stopping them, as nothing pierces through their 
unearthly armor, the Aeon Trespass field (AT for short). Nothing, 
save the Titans. 


WHAT ARE BATTLES? 


Battles happen when the Argo encounters one of the Primordials. 
Argonauts descend into the Balaneion and junction with 30 ft. high 
Titans, then meet the giant monster and, hopefully, kill it before it 
kills them. That is the life on the Argo. 


In Battle, each player controls an Argonaut/Titan pair, while the 
Primordial is controlled by a deck of advanced AI cards. The Titans 
(usually four of them) want to deal a set number of Wounds to slay 
the Primordial (in general ten Wounds are required), while the Pri- 
mordial tries to kill the Titans. Whoever prevails, wins. 


Whenever the game instructs you to resolve a Battle, you begin 
the Battle Phase. Timeline Battles will be resolved in the Encoun- 
ter Step, while other Battles (such as Adversary attacks or narra- 
tive encounters resulting from a Story card progression) may take 
place during other Steps. 


RESOLVING BATTLES 


During each Battle you will follow the same steps: 
1. Find the correct Battle Scenario 

2. Perform Setup 

3. Resolve the Battle 

4. Resolve the Aftermath 


BATTLES SCENARIOS 


When instructed to resolve a Battle, unless directed to a specific 
page, find the Battle Scenario corresponding to the particular Pri- 
mordial you're facing. The scenario includes all the setup rules of 
this specific Battle and may sometimes introduce additional narra- 
tive elements and mechanics. These scenarios will help you set up 
the Battle Board, the Primordial, Terrain tiles and make any other 
applicable preparations. You will find the scenarios of the Battle 
from a particular Cycle in that Cycle’s Storybook. 


All Battles are played on the Battle Board. 


Note: If you want to conserve space, you may want to save your 
campaign before the Battle (see Saving the Campaign, p. 22) and 
set aside all elements not used during this Phase: the Map tiles, 
Technologies (other than Argo Abilities), Story and Doom cards as 
well as any Clue cards. 


BASIC TERMS 


These are the most common game terms used in the Battle Phase. 


TITAN 


During Battle, game elements may refer to the Titan. The Titan is 
represented by the Titan Sheet and a Titan miniature. However, in 
some cases, this term will also include the Argonaut junctioning 
with the Titan (e.g. the Primordial Attack makes you draw a Fated 
Mnemos card. The Argonaut will gain it, not the Titan itself). 


PRIMORDIAL 


During Battle, game elements may refer to the Primordial. The Pri- 
mordial is represented by the Primordial Sheet and a Primordial 
miniature. 


BATTLE BOARD 


The Battle Board is made up of spaces. Only spaces and their edg- 
es are considered to make up the Battle Board. The Battle Board 
has two short and two long Board Edges. Short Board Edges are 
marked with letters to identify rows, and the long Board Edges are 
marked with numbers to identify columns. 


SPACES 


Spaces are square boxes you place other game elements on. A Ti- 
tan takes up one space. A Primordial typically takes up four or nine 
spaces. Spaces are occupied if there is a miniature or an Obstacle 
Terrain tile on them. All other spaces are considered empty spaces. 


ADJACENT 


Something is adjacent if the space it’s on shares at least one edge 
with the other space. 


White spaces are adjacent to the Hekaton 


BOARD EDGE 


Edges not shared with another space are considered to be part of 
the Board Edge (see Battle Board). 


ATTACK DICE 


Custom d10 dice (see Dice, p. 8). 


POWER DICE 


Custom d6 dice (see Dice, p. 8). 
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KRATOS TOKENS AND THE KRATOS POOL 


Kratos tokens are a special type of “cooperative” token used by the 
players to enhance other player’s attacks. These can help you hit 
and wound, escape Primordial Responses and more. The area you 
place Kratos tokens is called the Kratos Pool (see Kratos Tokens on 


p. 


45 for more details). 


PRIMORDIAL; TYPES 


Tactical Battles against Primordial monsters are a key element of 
Aeon Trespass: Odyssey. During your voyage you will face the 
following types of Primordials: 


Regular Primordials: There are usually two regular Primordials 
in each Cycle, as noted on the Evolution Track on the Argo Sheet. 
You can expect to face these at regular intervals (through Time- 
line Battles). As the campaign progresses, they will evolve and 
become more powerful (see Evolution and Battle Tracks). 


Adversary: Your deeds are sure to bring unwanted attention. Ad- 
versaries are powerful monsters, actively hunting the Argo on the 
Voyage map (see p. 16). You can (and sometimes should!) try to 
run away, but sooner or later you are bound to face them. These 
are going to pursue you for as long as they remain undefeated, 
even from one Cycle to another. 


Boss Primordial: The ultimate foe, the boss Primordial is an en- 
emy unlike any other. Boss Battles may be triggered from various 
Story and Doom adventures, so you should always stay on your 
toes. Each Cycle leads to a final showdown with the boss Primor- 
dial. Until then, you can merely hope to keep it at bay. 


BATTLE SETUP 


When you locate the correct Scenario, you will perform Battle 
Setup. There are standard elements to every Battle Setup (hence 
the name Standard Preparations), but most of the scenarios will 
introduce additional specific rules, including those found on the 
Primordial Sheet and Trait cards. 


STANDARD PREPARATIONS 


Before each Battle, perform Standard Preparations. These include 
instructions that are common for every Battle in every Cycle. 
Whenever you are instructed to setup a Battle, perform the fol- 
lowing steps first: 
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Battle Board: Place the Battle Board in the middle of the table. 


Decks and tokens: Shuffle the Trauma decks, the Kratos deck 
and the Moiros deck. Place all decks in the designated spac- 
es and place Kratos tokens, Attack dice and Power dice within 
reach of all players. 


Argonauts: Each player places their Argonaut Portrait and 
Mnemos cards in front of them. 


Triskelions: Each player places their Triskelion near their other 
components. The Triskelion does not reset at the beginning of 
Battle; you start with the Triskelion stats you've accumulated 
over the course of the other Phases. 


Titans: Each player chooses the Titan they will control from the 
available Titans and takes its Titan Sheet and miniature. If at 
least four Titans are available, each Argonaut must control one 
Titan. Note: It does not have to be the same Titan they con- 
trolled in a previous Battle. Remember: You cannot take more 
than one Titan of the same Argo-bred class into Battle. 


Gear Loadouts: Players as a group assign Gear € cards from the 
Argo Armory to the Titans. Each Titan has limited card slots: two 
weapon & 2* ë slots, two support iË slots and one armor & 
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slot. They can also have up to three Attachment 45 cards at- 
tached to their Titan Sheet and up to one #5 attached to each of 
their ¢ cards. A symbol in the upper left corner of a & card de- 
notes which slot it occupies. You cannot equip € cards that would 
exceed the available slots of your Titan. Each Titan can only have 
one copy of the same Support 4% card. 


7. Argo Abilities: Players choose the Argo 
Abilities they want to use during the up- 
coming Battle. You may use as many Argo 
Ability cards as your Argo Ability (AA) 
Limit allows. Place the Argo Abilities you 
have chosen next to the Battle Board, 
along with the indicated number of Charge 
tokens. You can learn more about Argo Charge token 
Abilities on p. 55. 


8. Primordial: Place the Primordial Sheet of the Primordial you 
are about to fight in the designated space near the Battle Board. 
Place its Routine and Signature cards in the corresponding 
spaces (be careful not to use the Mnestis Routine side, unless 
you are currently playing a Mnestis Theatre Battle). Take all of 
the Primordial's AI cards and divide them into three decks num- 
bered I, II and III (you'll find the roman numeral on the back of 
the cards). Do the same for the Primordial's BP cards. Then 
place the Al and BP decks numbered “ on the appropriate 
spaces at the bottom of the Battle Board. Place decks num- 
bered “II” and “Ш” directly below. These are Escalation decks. 
Find the Trait cards for any Traits that are not described on the 
Primordial Sheet and place them nearby as a reference. 


9. Terrain and Titan Placement: Find all 
the Terrain cards and Terrain tiles used 
in the Battle. Place the Terrain cards near 
the Battle Board and the Terrain tiles on 
the Battle Board according to the Battle 
Diagram. Remember to place additional 
Adventure Terrain, if noted (see p. 31). 
Place Titans on Titan Starting Positions Titan Starting position 
as indicated by the diagram. Then pro- 
ceed to Primordial positioning. 


LESS A THAN 2 4 4 TITANS? 


If you have less than four Titans on the Argo, oh boy, you're in 
for tough times! You must start the Battle with as many Titans 


as possible. Every Argonaut that is not assigned a Titan will not 
participate in Battle. 


Important: If you are ever forced to do Battle without any Titans 
onboard, you immediately lose the campaign! 


2. PRIMORDIAL POSITIONING 


Battles handle Primordial positioning and 
orientation in different ways. The rules for 
your particular Primordial's placement will 
be found in the scenario rules, at the end of 
the Storybook. 


Primordial Starting 


3. EVOLUTION AND BATTLE TRACKS Position 


Every Primordial in Aeon Trespass: Odyssey either evolves to match 
the Argo’s growing power or simply reveals more of the power it 
held back. This is represented by the Evolution and Battle Tracks. 


Regular Primordials use Evolution Tracks and, consequently, will 
evolve during the campaign, usually from Level 1 to Level 4. 


Adversaries and Cycle Bosses are almost always fought on Level 1 


throughout the whole campaign, but their Battles still change: this 
is reflected by their Battle Tracks. They are also much more pow- 
erful than Regular Primordials, and your first few encounters may 
be rough! 


Most Battles will tell you to either mark one Evolution box or one 
Battle box on the respective Primordial’s track. 


{d EVOLUTION TRACK DE 
TIMELINE BATTLES 
HEKATON O|I II III | IV | IV 
| H | Ul IV 
LABYRINTHAUROS || | III | עו‎ | IV 


HIGHER LEVEL PRIMORDIALS 


You may have noticed that the Primordial Sheets have Levels above 
4 (for Regular Primordials) and 1 (for Adversaries and Bosses). 
These may be used in special, difficult encounters, but will be pri- 
marily encountered in the Mnestis Theatre (see p. 69). 


4. ADDITIONAL SETUP 


Battling each Primordial is different and battling each Primordial 
Level is different as well. Thus, each scenario will introduce its own 
specific rules and setup instructions that you need to follow. Sim- 
ilarly, every Primordial has Traits. 


You will find some Traits on the Primordial Sheet itself, while oth- 
ers will be represented by Primordial Trait cards. Each Primordial 
Level specifies which Traits to use. Most of the Traits are additive, 
meaning that as the Level rises, they accumulate. Some rare Traits 
(like the Pursuer's Tease) may be removed permanently when cer- 
tain conditions are met. 


In this step you should also resolve any additional Escala- 
tions (see Escalations Outside of Battle, p. 54) 


BATTLE SEQUENCE 


Battles in Aeon Trespass: Odyssey are resolved in a series of al- 
ternating Primordial and Titan Rounds. They immediately end with 
the Argonauts' Victory as soon as the Primordial is slain: once it 
has suffered Wounds equal to its Wounds ë& value. The Battle im- 
mediately ends with the Argonauts' Defeat as soon as all Titans die 
or the Argonauts decide to Retreat (see Retreat, p. 57). 


Unless an effect explicitly states otherwise, all Battles begin with 
the Primordial Round. During the Primordial Round, you draw and 
resolve the top AI card and in the Titan Round each Titan takes 
their turn and performs their actions. 


PRIMORDIAL ROUND 


Primordials are governed by a set of attributes, Traits and two dis- 
tinct decks: the AI deck and the BP deck. They are not controlled by 
a specific player. Instead, players as a group will resolve instructions 
denoted on AI and BP cards that will dictate its behavior. 


PRIMORDIAL SHEET 


Each Primordial is represented by a large Primordial Sheet that in- 
cludes all the basic information about a given Primordial. Besides 
the Primordial name, its illustration and spaces for the Signature 
and Routine cards (see p. 36), it shows the Primordial diagram (9), 
its basic Traits 9. as well as Level-specific attributes and Traits 


PRIMORDIAL DIAGRAM 


The Primordial diagram shows the number of spaces the Primor- 
dial DUE on the Battle Board (usually four or nine), as well as 
its fron בש‎ you use the 
front for E targeting of a Primordial Attack, while the 
Rear spaces don't have general rules; however, other rules may re- 
fer to the positioning of Titans in regards to the rear. 


o 
Ф 


Wound (а Double мена treated 
as 2 Wounds) place a token on this 
Trait. If there аге З or more tokens 


Board Edges gain Boundless: on this Trait, finish resolving the 
they are now high cliffs. If a Titan is 
moved beyond the edge, they dle. then perform 


current action, discard all tokens, 
Signature. 


Alternate Battle Diagram. If you are playing an Ambush Battle, replace 


Additional Setup: 
the Labyrinth tiles with Maze Fissure tiles of the corresponding size and shape. 
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There are two special types of positioning symbols that may be 
found on the Primordial diagram. These symbols show the spaces 
where some Basic Traits take effect: 


qo Blindspots: Blindspots are spaces the Primordial cannot 

see. Titans in Blindspots are excluded from targeting, un- 
less the targeting specifically mentions Blindspots. A Titan in the 
Blindspot gains a *1 Precision bonus (see Offensive Gear Stats, 
p. 46) to their Attacks. 


Weakspots: Weakspots can have different effects depend- 
42-4 ing оп the Primordial and are usually unlocked by some oth- 
er effect or game element. In other words, Weakspots don't have 
any inherent effects of their own, and a Weakspot space only indi- 
cates a space where a Weakspot may be created. 


BASIC TRAITS 


Basic Traits are universal Primordial abilities or features. A Primor- 
dial may have any number of Basic Traits. The common Basic Traits 
throughout all Cycles are: 


Unavoidable Knockback: The value of the Unavoidable 
Knockback done by the Primordial if it ends its Movement 
on the same space as a Titan (see p. 40). 


qe Blindspot: The Primordial has a limited field of view and 
consequently has Blindspots (see p. 38). 


Weakspots: The Primordial has some inherent weakness 
~+- or flaw that may be exploited and consequently has Weak- 
spots (see Primordial Diagram). 


Lumbering: The Primordial is massive or is nigh immovable, 
and as a consequence cannot suffer Pushback or be moved 
involuntary in any other way (see p. 63 and 65). 


D N_ Vantage Points: The Primordial сап be mounted and conse- 
Nie quently has Vantage Points (see p. 59). 


PRIMORDIAL LEVEL-SPECIFIC ATTRIBUTES AND TRAITS 


The rest of the Primordial Sheet is dedicated to Primordial attrib- 
utes and Traits, grouped by Levels. This is because the attribute 
values and Traits depend on the Level of the Primordial you are 
currently facing. Remember to always refer to the attributes and 
Traits associated with its current level (designated by the roman 
numeral). 


Ф 


+1% +14 О 


+1 to all Pushbacks and +2 to all Knockbacks performed by the Hekaton. 


A Primordial Level box will include the Level numeral Q. Main At- 
tributes Ө Bonuses Ө), a list of added or removed Traits @ and, 
sometimes, a definition of a newly introduced Trait 9. Remember 
to always check Traits added and removed on the current level as 
well as all previous levels and to find the Trait cards for Traits not 
explained on the Primordial Sheet. 


MAIN ATTRIBUTES: 
Е To Hit: How hard the Primordial is to hit (see: Attack Roll on 
p. 49). 


= Speed: Maximum number of spaces the Primordial can tra- 
vel with a single move. 


% Wounds: The number of Wounds required to slay the Pri- 
mordial. 
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BONUSES 


© AT bonus: Increase the AT of each BP card by this value. 


A Danger bonus: Increase the À dealt by each Primordial At- 
tack (not by each hit, unless specifically stated; see Evasion 
Roll, p. 41) by this value. 


Evasion dice bonus: Increase the Evasion dice value of each 
Primordial Attack by this value. 


Escalations: At the start of Battle, Escalate the Primordial a 
number of times equal to this value. 


PRIMORDIAL TRAITS 


Primordial Traits cover a broad spectrum of additional abilities, 
effects and special rules. Some Traits are described on the Primor- 
dial Sheet, while others are represented by Primordial Trait cards. 
Many Primordial levels introduce new Traits, some of which trans- 
form the Battle completely. Always make sure you are familiar with 
all Primordial Traits as you prepare for Battle. Remember: Usually, 
your current Level has all the Traits of the previous Levels. 


SIGNATURE AND ROUTINE 


The Primordial Sheet has spaces for two special cards: the Signa- 
ture and the Routine. These represent the Primordial’s typical be- 
haviors. The Signature is the “signature attack,” while the Routine 
is what it does when there is no one around to attack. 


The Signature is the creature’s iconic default Attack. It behaves like 
an Al card, but is not an AI card. If another card, Trait or any other 
effect instructs you to perform Signature, this is the Attack you 
should resolve. 


The Routine is a special action the creature performs when there 
is no eligible Target for any of the targeting lines on its current 
Attack. Usually, Routines are devastating effects that should be 
avoided at all costs! They often affect not only the Titans or the 
Battle Board, but the Argo itself. 


Note: Most Routines have a Mnestis Theatre version on the back. 
Make sure to use the regular Routine during your campaign battles. 


All Signatures and some Routines are Attacks, but they are not AI 
cards for the purpose of any other effects. 


PRIMORDIAL ROUND OVERVIEW 


Unless an effect explicitly states otherwise, all Battles in Aeon 
Trespass: Odyssey begin with the Primordial Round. 


The Primordial Round proceeds in the following order: 
1. Start of Primordial Round (see below) 

2. Resolve AI (see below) 

3. Resolve Other Actions (p. 44) 

4. End of Primordial Round (p. 44) 


START OF PRIMORDIAL ROUND 


Sometimes the Primordial will have an effect that triggers at the 
start of the Primordial Round. In that case, it's resolved before 
drawing the AI card. If there is more than one start of Round effect, 
the players may resolve these effects in any order they like. 


RESOLVE Al 


The AI cards are the heart of the Primordial Round. Most AI cards 
are Primordial Attacks. You resolve an AI card by performing these 
steps (in the following order): 


1. Draw AI (p. 37): Draw the top card from the AI deck. 


2. Targeting (p. 37): Decide who or what becomes the Target of 
the Attack. 


3. Movement (p. 38): Resolve any Primordial moves. 
4. Attack (p. 40): 
4.1. Evasion Roll (p. 41): Attempt to evade the Attack. 


4.2. Attack Consequences (p. 42): Resolve Attack effects and 
a Trauma Draw. 


5. After Attack (p. 44): Resolve all After Attack effects. 


1. DRAW Al 


To determine the Primordial’s behavior, draw an Al card from the 
top of the AI deck. Notice the roman numeral in the center of the 
card back. This number indicates the level of the AI card. So, al- 
though the AI cards are facedown, you get some sense of how dan- 
gerous the next Primordial Attack will be. 


v d ~ 


COLD OPEN 


ç 


6 


It goes from zero to ten in a heartbeat, 
and the punches keep on coming. 


Target: Closest Titan in front, in range 
Target: Closest Titan in sight 


Each hit deals 1 А. 
Pushback 3. 
AR039 7 ATTACK 


Al card elements include the Primordial type @, Card Level @, 
Evasion stats Ө, Targeting Ө, Move & Attack instructions 
After Attack effects Ө and the Attack type Ө. 
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2. TARGETING 


After you reveal the AI card, check the targeting to see who or 
what is being attacked. Targeting is a series of increasingly general 
separate instructions called lines. Each line consists of the word 
"Target:" followed by targeting instructions. Note that a single tar- 
geting line can in fact take up more space than a text line. 


TARGET 
[TARGET] 


Target: Closest Titan in front, in range 
Target: Closest Titan in sight 


Targeting example 


To check who is the Target of the Primordial Attack, read the lines 
in the “targeting” area of the AI card, one by one from top to bot- 
tom until you find the first one that you can resolve. Do not check 
further targeting lines. 


To become the Target, a Titan must fulfill all requirements of a sin- 
gle targeting line. If there is no valid Target for any of the targeting 
instructions, the AI card is discarded and the Primordial performs 
its Routine instead. Note that some Zone Attacks target spaces, not 
specific Titans and they are considered performed even if there are 
no Titans in the designated Zone (therefore they do not result in a 
Routine). 


Note: Some targeting instructions will require you to measure dis- 
tance (e.g. Closest or Furthest). Distance in Aeon Trespass: Od- 
yssey is always measured in spaces and orthogonally (in cardinal 
directions), never diagonally. 


SPECIFIC TARGETS 


Some game effects will instruct you to resolve an Attack against 
a specific Target (e.g. “Perform Signature against the Attacker”). 
When it happens, this instruction overrules any targeting instruc- 
tions on the card itself. Note that if a Titan becomes a Target in the 
Targeting step, it remains the Target until the end of this AI card 
unless an effect specifically states otherwise. 


TYPICAL TARGETING INSTRUCTIONS 
Possible targeting instructions include: 


Adjacent: The Target is on a space that shares an edge with a space 
occupied by the Primordial. 


Board: This targets all spaces on the Board. 


Closest: The Target is the shortest distance (in spaces) from the 
Primordial (counted through Obstacles and red lines) among all 
possible Targets. 


Furthest: The Target is the furthest distance (in spaces) from the 
Primordial (counted through Obstacles and red lines) among all 
possible Targets. 


In front: The Target is on any space in front (see Primordial facing 
p. 40) and within Line of Sight (see p. 38) of the Primordial. 


In range: The Primordial can reach the Target by moving a number 
of spaces up to its Speed value and perform an Attack against the 
Target. 


In sight: The Target is within Line of Sight (see p. 38) of the Pri- 
mordial. 


In/on X: The Target is in the specified area or on the specified 
space. For example, In Blindspot, On Labyrinth, On Vantage Point. 


Last to Wound: The Titan who was the last to successfully wound 
the Primordial with an Attack. 


Least X: Least value/amount of a specified statistic/resource. For 
example, Least W, Least Mnemos nodes. 


Most X: Most value/amount of a specified statistic/resource. For 
example, Most Speed, Most Д. 


Not in/on X: The Target is not in a specified area or on a specified 
space. For example, Not in Rear, Not on Vantage Point. 


No Target: Always resolve this instruction if no other targeting in- 
struction is applicable. 


Priority Target: The Target with the €) Priority Target token. 


With X: Titan with a specific game element, like a & card, Condition 
card, statistic value. For example, With 6+ W, With a Unique €. 


X Titans: Specified number of Titans. 


Zone: All spaces in an indicated area. This targeting line triggers 
even if there are no Titans within the indicated area. Some Zones 
have been named for narrative reasons. These are resolved like or- 
dinary Zone Attacks, unless instructed otherwise. 
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BLINDSPOTS ДАМО , VANTAGE 4 POINTS 


Blindspots and Vantage Points are special types of Battle Board 
spaces! >< Spaces are always considered Blindspots in relation 


to the Primordial (see Primordial Diagram on p. 35) Blindspots 
and Vantage Points are never in the Primordial’s Line of Sight. 
Vantage Points have more rules, such as special adjacency. For 
details see Vantage Points on p. 59. 


PRIORITY TARGET 


The @ Priority Target token serves as 
a tiebreaker for the purpose of Target- 
ing. The Titan with the @ token is con- 
sidered to be the @ Priority Target. 


When you increase your Rage €) for 
any reason, compare your current €) 
level to the C) of the @ token's hold- 
er. If your Rage is higher, you become 
the new Priority Target and gain the 
token. At the start of the Battle assign 
the © token to a Titan with the highest О. If two or more Titans 
have equal highest C), choose which one to assign the €) to. 


Priority Target token 


If two or more Titans are equally viable Targets (fulfill all instruc- 
tions of the same targeting line) and one of them is the @ Priority 
Target, that one becomes the Target. 


If two or more Titans are equally viable Targets and none of them 
is the @ Priority Target, the players may choose which of them 
becomes the Target. 


When the Titan with the @ token dies, pass the @ token to a living 
Titan with the highest Rage C). 


Some effects (such as Awakenings and some Trauma cards) state 
that a Titan cannot lose the @ token. If there are multiple such 
effects in play at the same time, the Titan that got it the earliest 
remains the ©) Priority Target. For the purpose of passing the 
token after the Titan's death, Titans with such effects are treated 
as if their C) was 9. 


Remember: Some Attacks specifically target the @ Priority Target! 


LINE OF SIGHT 


Line of Sight (LoS) is used to determine whether the Primordial 
has an unobstructed view of a Titan and vice versa. A Titan must 
have LoS to the Primordial to perform an Attack. The Primordial 
must have LoS to the Target if the command line requires it to be 
in front or in sight. Note that some targeting instructions do not 
require LoS (for example, Target: @ Priority Target). 


To check LoS, draw an imaginary straight line from a corner of any 
space occupied by the Attacker to a corner of any space occupied 
by the Target: 


+ If the line passes through an obscuring Terrain space or a red 
line, there is no Line of Sight. 


+ Ifthe line passes along the edge of an obscuring Terrain space 
or a red line, there is no Line of Sight. 


* Ifthe line goes through a corner of an obscuring Terrain space 
or the endpoint of a red line, there is Line of Sight. 


+ If the line would go through a corner where two features (like 
Terrain tiles) connect diagonally (ie. through this corner), 
there is no Line of Sight. 


+ Blindspots and Vantage Points are never in the Primordial’s 
Line of Sight. 


* Aminiature never blocks LoS to itself or other miniatures. 
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+ An Obscuring Terrain tile does not block LoS to or from Targets 
standing on any of its spaces (see Terrain on p. 67). 


Line of Sight example: Herodotus [1] does not have LoS because there is 
a red line between him and the Hekaton. Ulyssea e has LoS, because the 
line touches only the corner of an Obscuring Terrain tile. She wouldn't 
have LoS if the line went through the tile or along its edge. Solon e 

has LoS, even though he is on an Obscuring Terrain tile, because Terrain 
tiles never block LoS to themselves or miniatures on them. Philoctera [4] 

, however, is fully behind the Obscuring Terrain so it blocks LoS for her. It 
is worth noting that the reverse is also true: unless the Primordial has any 
additional Traits or effects that would allow it to ignore game elements 
for the purpose of LoS, the Primordial always sees Titans that can see it 
and vice versa. 


3. PRIMORDIAL MOVEMENT 


Most Primordial Attacks will instruct you to move the Primordial. 
In such a case, the Primordial will always try to move and tries 
to move as close to the Target as possible, up to its Speed value, 
stopping only when it becomes adjacent to the Target (unless stat- 
ed otherwise). Note: A Primordial performing a Ranged Attack will 
stop as soon as it is within range! 


Unless stated otherwise, at the beginning of a move the Primordial 
always turns to face the Target first (see Primordial Facing, p. 40). 


A Primordial always moves along the shortest possible path, that 
is, through the fewest number of spaces. It can move through any 
other game components (including Titans and Terrain) unless ex- 
plicitly stated otherwise. 


A Primordial always moves one space at a time, in cardinal direc- 
tions (not diagonally). 


If the Target is not in a straight line from the Primordial, the Pri- 
mordial will “zigzag” move towards it cardinally, switching the 
movement axis after every space travelled until it reaches a posi- 
tion that would allow it to continue moving towards the Target in a 
straight line (see examples, p. 39). In such cases, the players may 
decide the starting direction (horizontal or vertical) of the Primor- 
dial movement. 


If two or more routes are considered equally short, the players 
choose which one to use. 


If any effect would cause the Primordial to move past the Board 
Edge, it will continue to move along the edge prioritizing a direc- 
tion that will initially lead it away from the most Titans (if possible). 


Most Primordial moves will take place as a result of AI cards or 
Traits. However, sometimes Titans may force the Primordial to 
move (for example, by using the Pushback keyword, see Involun- 
tary Movement, p. 48). 


The Hekaton moves towards the Titan. As it is not in a straight line 
from it, it will first “zigzag” towards it. In the example above the play- 
ers decided to first move horizontally (1), then vertically (2) and then 
continue to move horizontally (as at this point the Hekaton can move 
in a straight line). 

Note that the players could have also moved up first, and then continue 
to move in a straight line towards the Target. 


In this example, the Hekaton targets Herodotus. To move adjacent, 

it will have to zigzag. Since players can choose the starting direction 
of the zigzag move (as long it brings the Hekaton closer to the Target), 
they may decide to move it in a way that is less harmful, i.e. not 
through Ulissea! 


As a Primordial Response from a BP card, the Labyrinthauros tram- 
ples into the Board Edge. According to the rules, it continues to move 
along the edge, prioritizing movement that will initially lead it further 
away from the most Titans. Note that in the end this movement will 
still bring the Primordial closer to the Titan. 


PRIMORDIAL MOVEMENT THROUGH AND ONTO TERRAIN SPACES 


During movement, the Primordial ignores Terrain tiles, unless they 
have the Destructible keyword, in which case they are destroyed 
and removed from the Battle Board. Consequently, a Primordial 
can freely move through and onto spaces with most Terrain tiles 
(including Obstacles). 


PRIMORDIAL MOVEMENT THROUGH TITAN SPACES (CRASH) 


Titans do not impede Primordial movement in any way, but a Titan 
on a space the Primordial moved through or onto suffers Crash. 
A Titan subjected to Crash gains +1 A and suffers Knockdown 
(see Crash, p. 63 for more details). 


ENDING PRIMORDIAL MOVEMENT ON A TITAN SPACE 


If the Primordial ends its movement on a space occupied by a Titan, 
that Titan suffers Crash and Unavoidable Knockback equal to the 


Primordial’s 39 value. 


The Unavoidable Knockback happens in a straight line away from 
the Primordial and is subject to all normal Knockback rules (see 
Knockback on p. 63) with the following exception: it cannot be low- 
ered or ignored in any way other than effects that cause you to stop 
(such as colliding with an Obstacle) or effects that specifically refer 
to Unavoidable Knockback. If there are two or more equally pos- 
sible Unavoidable Knockback directions, the player chooses one. 


TARGET; OUT 5 ОР, RANGE 


Some Primordials will target Titans outside of their effective 
Move and Attack range. In such cases, they will still perform 


the movement, trying to get as close to their Target as possible, 
and then simply skip the Attack step and go straight to the After 
Attack step. 


Smarter Primordials always target in range! 


PRIMORDIAL MOVEMENT TYPES 


The rules above apply to most cases of movement. There are, 
however, some special movement types that reflect unique or un- 
expected ways of traversing the battlefield. They still adhere to 
standard Primordial Movement rules, but in case of a conflict, the 
rules below take precedence: 
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Move X: Perform movement by up to X spaces, instead of using the 
Primordial’s 4 value. For example, *Move 6", *Move Unlimited". 


Move to X: Perform movement to the designated area or in the 
indicated direction. Treat the Primordial’s @ as unlimited for the 
duration of this movement. For example, “Move to the center of 
the board”. 


PRIMORDIAL FACING 


Every Primordial miniature has a front У, the direction it 
is facing. Identifying the front of some Primordials is easy, of oth- 
ers less so (these are eldritch monsters from some Other Place af- 
ter all). For game purposes, it's just important to designate a side of 
the miniature you considered the front (marked with a white arrow 
on the diagrams found on the Primordial Sheets) and sticking with 
it. 


Some targeting instructions and other game elements may refer to 
the Primordial’s front or rear. To find out if a Titan or any other 
game element is in front of the Primordial, draw an imaginary line 
passing along the edges of the spaces occupied by the Primordial 
miniature's front. All spaces beyond this line in the direction the Pri- 
mordial is facing are considered to be in front (see diagram below). 


Rear designates only the spaces adjacent to the Primordial, direct- 
ly behind it (in relation to the front). These are also always marked 
on the diagram on the Primordial Sheet with the Ë Rear space 
symbol. 


White spaces are in front, while ony the 2 orange spaces are 


considered Rear 


1 spaces 


PRIMORDIAL TURNING 


Unless stated otherwise, the Primordial always bears down on its 
victim! Consequently, the Primordial always turns: 


+ Towards its Target, when it begins and ends its move. 


* Towards its Target, before it performs an Attack (unless it tar- 
gets a Zone). 


+ In the designated direction when another effect instructs you 
to turn it. 


The Primordial doesn't turn: 


+ When it is being moved forcefully (for example, if it’s being 
pushed back by a Titan). 

* During a Simultaneous Attack against 2 or more Titans 
(see p. 41). 

* During a Zone Attack. 


4. PRIMORDIAL ATTACK 


Primordials always move first, then attack. For an Attack to be re- 
solved, the Target must be within Attack Range, as dictated by the 
Attack type. Note that Primordial Attack types also introduce addi- 
tional effects and rules for resolving them. 


PRIMORDIAL ATTACK TYPES 


Usually, an Attack without a specific type is considered Melee and 
requires adjacency. Below, you will find a list of Attack types en- 
countered in Cycle I: Truth of the Labyrinth. Due to each Primor- 
dial's unique nature and the game's evolving mechanics, future Cy- 
cles may introduce new Attack types, which will be described in the 
appropriate Storybooks. An Attack may have none, one, or multiple 
types. If it has more than one Attack type, all rules referring to these 
types apply. 

Range Attack X: Can be performed against a Titan within X spaces 
of the Primordial. 


Simultaneous Attack: Performed against multiple Targets. Each of 
them resolves the Attack separately (performs a separate Evasion 
Roll) in any order, but it is considered to happen at the same time, 
therefore a Chain Break (see p. 43) caused by one Titan does not 
invalidate unresolved Attacks against other Titans. 


Sequential Attack: Performed against multiple Targets, one at a 
time, in a specific order. A Chain Break (see p. 43) during one of 
these Attacks stops the sequence and invalidates any lingering 
Attacks. 


If a Sequential Attack targets “All Titans in path," it happens during 
the Primordial's movement. Move the Primordial towards its Target 
one space at a time. When it would move onto a space occupied by 
a Titan, instead of moving through it, stop, resolve an Attack, then 
continue moving towards the original Target. When it reaches its 
original Target, resolve an Attack against that Target as well. Pri- 
mordial movement during this Attack does not cause Crash. If at 
any point while resolving this Attack the Primordial stops on a space 
occupied by a Titan (for example, to attack another Titan), this Titan 
suffers Unavoidable Knockback equal to the Primordial's 339 value, 
as normal. 


Zone Attack: Performed against all Titans in a designated zone. 
Each Titan performs a separate Evasion Roll but they are consid- 
ered to happen simultaneously (similarly to a Simultaneous At- 
tack). The following rules apply: 


+ A Chain Break during one of these Attacks does not invalidate 
unresolved Attacks against other Titans. 


+ Ifa Titan moves outside of the Attack Zone after you have al- 
ready begun to resolve this Attack against other Titans in the 
Zone (i.e. performed an Evasion Roll and applied Attack ef- 
fects) it does not invalidate an Attack against it. 


+ Zone X attacks all Titans within X spaces horizontally, vertically 
and diagonally from the source of Zone X. 


Zone 2 example 


* Other Zones may be shown on diagrams on the AI cards them- 
selves. These Zones target the specific spaces shown on the 
diagram. 


+ If a Zone Attack targets a specific Titan, it still affects other 
Titans in the designated area. 


+ The Primordial is not considered to be inside the Zone originat- 
ing from it and neither are Titans on Vantage Points. 


Judgement: These are mental assaults that force the Target to per- 
form a special Skill test. Each Judgement will designate a specific 
Skill it tests (if it designates two, the Target chooses which one to 
use). They usually have unlimited range. A Judgement is not con- 
sidered an Attack for the purpose of other effects and the Target 
must resolve a test instead of an Evasion Roll. Therefore, a Judge- 
ment cannot be mitigated with an Armor Roll, be re-rolled using 
Evasion Re-rolls Ф or blocked with the Block X keyword. All rules 
referring to Skill tests apply. Judgements can be modified by Attack 
types, just like Attack (i.e. a Zone Judgements affects all Titans in a 
designated Zone). 


WHO'S x HITTING , WHOM? 


All effects of Al and BP cards are resolved by the Primordial 
against the Target (in case of an Al) or the Attacker (in case of a 


BP), unless stated otherwise. For example, this means that when 
an А! card deals Д, it’s the Primordial dealing Danger to the Ti- 
tan, or if a BP card triggers a Knockback ability, it’s the Primordial 


who knocks back the Titan. 


4.1 EVASION ROLL 


In Aeon Trespass: Odyssey, the Primordial doesn’t roll 
to hit the Titan. It always hits, unless the Target man- 
ages to evade the attack! In the upper right corner of 
the AI card, each Primordial Attack has a number of 
Evasion dice @ and the Evasion Roll difficulty Ө. 


To perform an Evasion Roll you must roll the specified 
number of dice (which must always include one Crit die, see p. 49), 
trying to roll equal to or higher than the difficulty. 


9 


If you have any Gear Ф cards or effects that give you an Evasion 
bonus &%, add it to the result of each die rolled. Some & cards may 
grant you Evasion re-rolls © that can now be used to re-roll the 
specified number of dice. You may also use W to re-roll Evasion 
dice (see p. 8). Remember: Each die can only be re-rolled once, 
regardless of the source of the re-roll! 


Then compare the results to the Evasion Roll difficulty. Each result 
equal to or higher than the Evasion Roll difficulty value is a suc- 
cessful evade, whereas each result lower than the difficulty is a hit. 
If you have the Block X keyword, you may trigger it now to ignore 
X hits. 


If there are no hits (meaning that you successfully evaded with all 
dice), it is considered to be a full evade and you should proceed 
straight to the After Attack part of the Al card, as well as trigger 
all “Full Evade:” abilities. Otherwise, proceed to the Attack effects 
(see Attack Consequences on p. 42). 


DEFENSIVE WEAPONS 


Some weapons (like Shields) have defensive capabilities: they can 
provide Evasion re-rolls Ф, an Evasion bonus 2%, a Block (see 
Block X keyword) or Armor dice (see p. 42). If you use any of these 
effects during the Evasion Roll or Attack Consequences, that weap- 
on ¢ becomes your active weapon until the end of this Primordial 
Attack. You can only have one active weapon at a time—until the 
end of this Attack you cannot use any other weapon ¢ (for either 
defensive or offensive capabilities!). 


CRIT EVADE 


Some ¢ cards may provide you with Crit Evade abilities and effects. 
If you roll a Crit during the Evasion Roll (see Crit Die on p. 49), 


Battle Phase 41 


you simply trigger that effect. A Crit result can trigger multiple 
Crit Evade effects (but you cannot activate Crit Evade effects from 
two different weapons—only one active weapon at a time!). 


Our OF REACH (OOR) EVADE 


If, for some reason, a Titan moves outside of the Attack’s effective 
range after becoming its Target but before resolving an Evasion 
Roll (for example, by using a Ж ability), the Attack cannot be per- 
formed and the Evasion Roll, as well as any Attack effects, are not 
resolved. Instead, the Primordial resolves its movement towards 
the Target, then proceeds straight to the After Attack actions and 
effects. This maneuver is colloquially called an Out of Reach Evade. 


Өл @ 


The Hekaton targets Herodotus (who is 6 spaces away) with the Cold 
Open AI card. In the first window of opportunity, Herodotus uses his 
lapetus Lifeguard $ card fo move out of the Attack's effective range. 
Consequently, the Hekaton moves up to its Speed &, value, stops 1 
space short of adjacency and does not perform the Attack—the player 
goes straight to the After Attack and proceeds to resolve Pushback 3. 


4.2 ATTACK CONSEQUENCES 


If, after performing the Evasion Roll, any re-rolls and using Block, 
the Titan is left with at least one hit, you resolve Attack Conse- 
quences. The most common consequences are effects and Trauma 
Draws. 


ATTACK EFFECTS 


If at least one die is a hit, you must trigger all effects of the AI card. 
Thankfully, most Attacks scale with the number of hits you receive, 
So even a partial evade will make the Attack weaker. Resolve all At- 
tack effects in the order they are written on the card, one sentence 
at a time. There are many possible Attack effects, but these are the 
most common ones: 


Danger: Most AI cards deal Д. When this happens, gain À equal to 
the value dealt, then resolve a Trauma Draw (see below). 


Other statistics and tokens: Attack effects may also deal ҸИ, О or 
tokens (for example, Ambrosia or Despair tokens). This is resolved 
the same way as being dealt À (gain a statistic or a number of to- 
kens equal to the value dealt) but does not cause a Trauma Draw 
unless À is dealt as well. 


Conditions, other effects and abilities: Some Attacks also include 
effects that cause you to gain a Condition or another game element, 
or suffer the effects of abilities (such as Pushback or Knockback). 


ARMOR ROLL 


When you are dealt À as a consequence of a Pri- 
mordial Attack, if you have any ¢ cards with Ar- 
mor dice, you must perform an Armor Roll. Roll a 
pool of Power dice equal to the total of all Armor 
dice on all of your equipped ¢ cards (exception: 
remember that if you use a weapon to defend, 
you cannot use other equipped weapons during 
the same Attack. See Defensive weapons, p. 41). 
During an Armor Roll, you count A symbols, 
not +. Subtract all À. symbols rolled from the 


wm 


A 


Armor die 
symbol 


42 Battle Phase 


total value of À dealt. If it reduces your À gain to 0, do not resolve 
a Trauma Draw. Note: Like Power dice, Armor dice cannot be re- 
rolled using W. 


TRAUMA DRAW 


In Aeon Trespass: Odyssey, there are no hit points or health. When 
you are hit, your Danger level simply rises. This leads to you draw- 
ing Trauma cards of rising severity (Minor, Major, Grave, Obol). 
These cards can take the form of injuries and negative Conditions, 
but they are equally as likely to present you with opportunities or 
allow you to perform heroic deeds. Getting hit in Aeon Trespass: 
Odyssey doesn't make you weaker, it makes you stronger! 


When any À is dealt to you, raise your À value on the Triskelion, 
then, before resolving any subsequent effects, immediately per- 
form a Trauma Draw. 


To perform a Trauma Draw, consult your Trauma Table (found on 
the Titan Sheet, see p. 44) and draw a Trauma card of a severity 
corresponding with your current À value. 


There are three normal severity levels of Trauma cards: Minor, Ma- 
jor and Grave, referring to the thresholds found in your Trauma 
Table. There is a fourth, special severity level, called the Obol (see 
below) but it follows a few different rules. 


Some Trauma cards are instantaneous, while others persist 
throughout the Battle or force you to gain a Condition card. After 
resolving the Trauma card effects, discard it (unless stated other- 
wise). Any Trauma card you discard should be put at the bottom of 
the corresponding deck. 


Some game effects may also specifically instruct you to resolve a 
Trauma Draw, in which case you should draw a Trauma card cor- 
responding to your current À level, without raising it (if your À is 
0, nothing happens). When instructed to draw a Trauma card of a 
specific severity or to draw an Obol card, simply resolve the Trauma 
Draw from the designated deck, regardless of your current À value. 


After you draw a Trauma card, remember to resolve any lingering 
Attack effects, then proceed to the After Attack effects. 


Remember: A Trauma Draw is resolved only when you are dealt À 
from an Attack, not when you gain À from other sources (unless it 
goes over 9, as explained further). Perform a Trauma Draw immedi- 
ately after you finish resolving an Attack effect that dealt Д. 


Grave Trauma 


Minor Trauma 


Major Trauma 


OBOL (AND OBOL DRAW) 


If you have to draw an Obol (either as a result of a Trauma Draw or 
when another effect instructs you to), you're in real peril. There is 
a 50:50 chance you will die on the spot! 


To draw an Obol, shuffle the Obol deck and draw the top card. There 
are only 2 Obol cards in the standard Obol deck: a You live! card 
and a You died card. More cards may be added or changed through 
other game effects (for example, as a result of Massive Danger, see 
p. 43). Some game effects may refer to the You died Obol cards. 
This term includes all Obol cards that result in the Titan dying. 


Resolved and discarded Obols are always shuffled back into the 
Obol deck. 


Note: Drawing an Obol is often times called an Obol Draw, though 
technically it's still a Trauma Draw. 


Important: If you are ever forced to perform two or more Obol 
Draws at the same time, you die. 


Example: À knocked down Solon is Trampled by the Labyrinthau- 
ros causing him to draw an Obol. However, suffering Crash makes 


him raise (X over 9, also resulting in an Obol Draw. He would 
effectively have to draw an Obol from two sources at once, there- 
fore he dies instead. 


GAINING DANGER OVER '9' 


Though the Triskelion only goes to 9, you can — and will — gain À 
over this value. In such a case, raise À to 9, but for the purpose 
of the following Trauma Draw treat it as if it was increased to the 
actual value you would reach. Note: Raising your À over 9 dur- 
ing the battle ALWAYS triggers a Trauma/Obol Draw, even if it 
wasn't dealt during an Attack. 


Example: Herodotus is at 8 (X. The Hekaton stops its move on 
Herodotus's space, causing Crash and Unavoidable Knockback. 
The Crash does not trigger a Trauma Draw; the player simply 
raises their (X to 9. However, the Unavoidable Knockback sends 
Herodotus flying into a Column, which causes a second Crash. 
This second Crash causes him to go over 9 Д. As the player can- 
not physically raise (X on the Triskelion over 9, they leave it at 9. 
However, Herodotus must resolve a Trauma Draw and draw an 
Obol because this effect would cause him to raise his Danger to 
10. If he survives this draw, he will again be treated as having a (А 
value of 9, since that is the maximum A value on the Triskelion. 


MASSIVE DANGER. 


You thought drawing an Obol from two cards was dire. Think again. 
In Aeon Trespass: Odyssey, there's always a deeper depth... 


In general, the Obol deck consists of two cards: one allows you to 
survive, while the other spells a gruesome death. However, if you 
gain so much À that you go way above your Obol threshold, you 
may be forced to add additional Obol cards into the deck, severely 
decreasing your chances of surviving an Obol Draw. If your Danger 
temporarily goes up to 14 or higher, remember to always consult 
the Massive Danger Chart below. 


A card added to the Obol deck as a result of Massive Danger is add- 
ed to the deck immediately before resolving an Obol Draw and it 
remains there until the end of Battle, effectively making it harder 
for all Titans to survive subsequent Obol Draws, even if only one of 
them suffered Massive Danger. 


MASSIVE X DANGER ¿CHART 


14+ Д: Add the You died horribly card to the Obol deck. 


18+ Д: Add the Your gruesome death becomes legend card to 
the Obol deck. 


21+ Д: Add the Your death transcends reality card to the Obol 
deck. 


These effects stack, i.e. if a Primordial Attack leaves you with a 
hypothetical 21 Д and no Obols have been added to the deck 
so far, add all of them. 


Example: Philoctera is at 8 ( when the Hekaton attacks, deal- 
ing a further +8 (А. She raises her (X value to 9 and resolves an 
Obol Draw, temporarily treating her (X as 16. This causes her to 
go over the first Massive Danger threshold and she must add the 
You died horribly Obol card to the Obol deck. She survives it and 
at a later point she is attacked again! She suffers +6 (X, causing 


her to treat her current (X value as 15. She goes over the Massive 
Danger threshold again, but doesn’t add any more Obols to the 
deck, since the You died horribly Obol card is already there. For 
her to add another Obol card to the deck, she'd have to go over the 
next Massive Danger threshold, and for that her (X level would 
have to be raised from 9 to 18 in a single blow. 


WINDOW OF OPPORTUNITY 


Most AI cards, as well as some BP cards and other game elements, 
give the players an opportunity to react to the situation, most often 
a Primordial Attack, outside of their normal turn. These “action 
spaces" are called Windows of Opportunity and are represented 
by the «9 symbol. On AI cards, the 49 symbol will be always 
placed on the left side of the card, next to the Attack effect. 


Whenever you encounter the € symbol 


preceding an Al instruction, you may ac- MOVE , 
tivate Reaction % abilities immediately Each hit dea 
before you resolve that instruction. Dur- : : 
ing a single window of opportunity each Ф 
Titan may activate any number of ל‎ Pushback 3. 
abilities in any order, but no more than Window of Opportunity 
one ability with the same name per Titan example 


(see Named Abilities, p. 61). 


CHAIN BREAK 


Some Trauma cards, abilities and other game elements may allow 
Titans to act during a Primordial or Titan Attack, slightly disrupting 
the natural flow of the game. If the disruption is big enough, it may 
trigger a Chain Break, immediately ending the original Attack and 
invalidating all of its lingering Attack effects, as well as After Attack 
effects. 


If a Titan Bonus Attack or additional Primordial Attack is triggered 
during a Primordial Attack (for example, by a Trauma card), it 
causes a Chain Break and the original Primordial Attack immedi- 
ately ends. 


If any game element instructs you to Chain Break, the Attack cur- 
rently taking place (if any) immediately ends. 


In case of Primordial Zone Attacks, a Chain Break performed by 
one Titan ignores any lingering Attack effects and After Attack ef- 
fects for this Titan only. Any other Target of the Attack must still 
resolve them. 


If, for any reason, a Titan moves out of its weapon’s effective range 
after it attacks the Primordial but before it performs the Power 
Roll, it causes a Chain Break and the Attack immediately ends. 


If a Chain Break happens during a Titan Attack, resolve the Clear 
the Kratos Pool and second ability window steps (see Combat Ac- 
tion, p. 48) before you proceed to resolving the effect that caused 
the Chain Break. 


Note: Titan Bonus Attacks triggered during a Titan Attack are con- 
sidered to be Follow-up Attacks. They do not cause Chain Breaks 
and are instead resolved after you finish resolving the current At- 
tack, much like Primordial “Attack Responses.” 
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FATE EFFECT TRIGGERS 


Fate is a cruel mistress. It allows you to re-roll your Attack and Eva- 
sion dice and pay for abilities, but luck eventually runs out and you 
have to pay out. 


Some AI cards have additional or stronger effects depending on 
your W level. This is always indicated by a special banner, showing 
the W level needed for the effect to trigger, such as YUEESESUJ. 
In this example, if your Fate was 3 or higher, you'd have to roll an 
additional Evasion die. 


OTHER EFFECT TRIGGERS 


There may be other effect triggers out there, based not on W, 
but other Triskelion statistics or even completely different game 
elements. These will be represented the same way but with corre- 
sponding symbols or descriptions. Stay vigilant! 


5. AFTER ATTACK 


The After Attack section of an AI card has additional effects that 
happen after you resolve, or evade, the main part of the Primor- 
dial Attack. Note that these are completely separate from the At- 
tack, therefore they get resolved even if the actual Attack was fully 
evaded or if it wasn't performed at all (because the Target was out 
of range). The only thing capable of canceling the After Attack ef- 
fects is a Chain Break (see p. 43) or the Mercy Rule (see p. 56). 


Unless stated otherwise, all After Attack effects targeting a single 
Titan affect the original Target of the Attack. 


Note: An After Attack instruction on an AI card that targets mul- 
tiple Titans is resolved against each of these Titans. However, if 
an Attack includes an After Final Attack instruction, it only takes 
effect after resolving the Attack against the last of its Targets. 


Once you finish resolving the After Attack effect (if there is any), 
discard the AI card. If there are no more cards in the AI decks, shuf- 
fle the discard to form the new AI deck. 
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RESOIVE OTHER ACTIONS 


Primordials are unspeakable monsters and they have many tricks 
up their sleeves. Some may perform additional Attacks after the 
mandatory AI Draw, while others will trigger Trait effects and other 
effects. 


Any additional Attacks are resolved using the normal rules ex- 
plained above. Every Trait that triggers an additional effect will 
introduce its own rules. 


END OF PRIMORDIAL ROUND 


Sometimes the Primordial will have some effect that triggers at the 
end of the Primordial Round. In that case, it's resolved after all oth- 
er actions. If the Primordial has more than one end of Round effect, 
the players may resolve these effects in any order they choose. 
Also remember to unexhaust Argo Abilities (see Argo Abilities on 
p. 55 for details). 


TITAN ROUND 


So, you survived the Primordial Round? Good for you! Now's the 
time to fight back! This section covers everything that happens 
during the Titan Round, including Titan turns, using Argo Abilities, 
Awakenings and more. 


First, let's start with the basics: the Titan Sheet and Titan equipment. 


TITAN SHEET 


During Battles, you play as mortal Argonauts junctioning with 
mighty Titans using the Triskelion, therefore you use a combina- 
tion of an Argonaut Sheet (see p. 10), a Triskelion triple dial (see p. 
11) and a Titan Sheet (see below). The Titan serves as a “vessel,” 
while the Argonaut is the “pilot,” providing their expertise (in the 
form of Skills and Mnemos Abilities, see p. 11 and 29). 


HERODOTUS 


DREAMWALKER 
0 
g? 4:9 


W GO Move with +1 4 and perform a Melee/Reach 
Attack with Auto-break 1. You must move at least 3 spaces and 
reach your Target via the shortest possible path. 


Each Titan is represented by a large Titan Sheet that includes all 
the basic information about a given Titan class. Besides the Titan 
class name and illustration, it shows the Titan Power die 0. Speed 
value @ and inherent abilities @, as well as a Trauma Table @ 
and a Kratos Table @. 


MAIN ATTRIBUTES: 


Titan Power: A Power die you include in every Power Roll you 
perform. Some Titans also have inherent Keywords or even 
additional raw Power Y denoted here as well. 


È Speed: Maximum number of spaces the Titan can move with 
> a movement action Ө. 


Inherent Ability box: Abilities available to you while you 
are junctioned with this Titan. 


TRAUMA TABLE 


The Trauma Table represents the Titan's ability to stay in the fight. 
It features various Trauma thresholds (Minor, Major, Grave and 
Obol) that correspond to your current Danger À level (see Triske- 
lion, p. 11). Whenever you are instructed to perform a Trauma 
Draw, check your current À and draw a Trauma or Obol card of the 
corresponding level, based on this Table. (see Trauma Draw, p. 42). 


KRATOS TABLE 


The more Rage О you have, the deadlier you become. This is re- 
flected by the Kratos Table. The table shows Rage levels and corre- 
sponding abilities and bonuses applied to every Attack you perform. 
Most Kratos Table effects are keyword abilities (see p. 63) and they 
follow all rules of keyword abilities (stackable keywords from a Kra- 
tos Table may stack with keywords from other sources). You gain 
the benefits of your current Rage level, as well as all preceding lev- 
els. All symbols found in the Kratos Table are explained on the back 
of the corresponding Titan Sheet or Pattern card. 


TRISKELION 


The Triskelion, shared between the Argonaut and the Titan, is the 
central element of the Aeon Trespass: Odyssey setting and the 
key component of the Inverted Combat Paradigm™, a main Battle 
mechanic. It’s important. That’s why we described it earlier, in the 
Campaign Basics section, on p. 11. Even if you’ve already read that, 
it's worth checking out again! 


KRATOS TOKENS 


Aeon Trespass: Odyssey has been designed around the idea that 
a single person may be weak, but a group of them, working in uni- 
son, is unstoppable. Consequently, many mechanics require close 
cooperation between players. 


One of these mechanics are the Kratos tokens, a special kind of 
ability that allows you to leave helpful effects for others to use. 
You may leave Kratos tokens as a result of weapon abilities, Kratos 
Tables or through other game effects. All Kratos tokens are placed 
in the Kratos Pool. They can be used during the following Titan 
Attack, after which they will be discarded (regardless of whether 
you used them). In other words, there's no point in saving them up. 


The most common types of Kratos tokens are the Opening tokens 
and the Break tokens: 


Break token Opening token 


Each Opening token in the Kratos Pool adds +1 to the result of 
each Attack die rolled during an Attack Roll (see p. 49). 


Each Break token in the Kratos Pool, can turn 1 potential A into 
1 Power Ҷ (see Power Roll, p. 50). 


Most abilities allow you to place Kratos tokens in the Kratos Pool 
during the second ability window, at the very end of a Titan Attack 
(see Combat Action, p. 48). Some rare abilities, however, may allow 
you to place Kratos tokens during the first ability window, making 
your own Attack stronger. Make sure to always check the timing of 
new abilities and keywords. 


GEAR CARDS 


Gear ¢ cards represent various types of equipment used by the 

Titans in their Battles against Primordials. Most Gear is crafted 

during the Advancement Step (see p. 17), while some is gained as 
rewards from adventures, Critical Wounds and other sources. 

a KNUCKLE 

SHIELD _ 


You may reduce 
suffered Knockbacks by 1. 
W Wound: BP Suppress. 

VQ P Block 1. 
4 A / 6+ 


Crit Evade: Gain Stalwart until the end 


ol this Al card 


Each Gear card has a symbol that designates its type @. It may 
also have offensive stats Ө, defensive stats €), an ability box @ 
and Gear traits @. 


There are four types of € cards: 


+ Weapons (8g, = and $3): All € carried by Titans in their 
hands counts as a weapon (shields included!). Weapons can 
occupy one hand slot є, two hand slots or or even three hand 
slots a. All weapons have offensive capabilities, but some 
of them may grant you defensive ones as well. Usually, Titans 
have two weapon slots. 


+ Armor à: This category includes all sorts of defensive 6 
that covers the Titan’s body. @ cards usually grant armor dice 
FJ. Evasion bonus &¥, Evasion re-rolls Ф or a combination 
of these defensive statistics. Usually, Titans have опе 4$ slot. 


+ Support X: Gives you access to unique abilities and effects. 
X cards don't usually have defensive or offensive statistics. 
By default, Titans have two X% slots. Tip: Do not delay getting 
49 cards; in Aeon Trespass: Odyssey they're vital for your sur- 
vival! 


+ Attachment 4%: These cards must be attached to another game 
element (such as other ¢ cards or the Titan Sheet). They may 
modify the game element they are attached to, apply additional 
effects or give you access to completely new abilities. Normally, 
a Titan Sheet can have up to three #@ and each other card can 
have up to one #@. 
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GEAR 5 SLOTS 


A basic Dreamwalker and most Argo-bred Titan classes have the 
same number of various Gear € slots. Two hand $ slots for weap- 
ons, one armor &#€ slot and two support š slots. 


Attachments 4% do not take up slots but they are also limited. 
You can have up to three %6 on your Titan Sheet and up to one 
#5 on each ¢ card. Note that 46 can have their own additional 
limitations. 

Some Argo-bred Titan classes, as well as some other & will add 
new slots or modify existing slots, making Titan Loadouts even 
more flexible. 


FISTS 


Even without a weapon, a Titan is armed: with its fists and teeth and 
grit! This is represented by the special Fists & card. For all intents 
and purposes, Fists are treated as any other Gear card, with the 
following exceptions: 


+ Fists can be used one handed 
Ф or two handed Ф. 


* Each Titan can use a single 
Fists card. If, after performing % 
Gear 1080001 (see Standard 
Preparations on p. 34), a Ti- 
tan has one or more free hand 
slots, you may equip a Fists 
card and use it as a Sy ог de 
weapon, respectively. 


+ If, at any point of the Battle, 
a Titan loses their weapon & 
card(s), they may immediately 
equip a Fists card and use it 
asa @ or ë= weapon, respec- 
tively. 


Item can be zed 5‏ ף 
а Weapon, with the following‏ 
modifier: -149.‏ 


+ When aTitan is about to declare an active weapon during an At- 
tack, you may choose to discard one or more of your equipped 
weapon & cards (see Discarding on р. 62) to equip a Fists card 
(for example to resolve a Bonus Attack when your Titan is ad- 
jacent to the Primordial and equipped with a Ranged weapon). 


+ If, at any point of the Battle, the Titan gains a weapon € card 
that uses up their hand slot(s) occupied by Fists, you must set 
the Fists card aside. It is then no longer equipped on the Titan. 


+ Fists сап be exhausted or discarded just like any other Gear 
card! If a Titan loses its Fists card, then they are truly helpless! 


* Fists remain unchanged in every Cycle. 


GAME ELEMENTS AND ATTACHMENTS 


If a game element is exhausted or lost, its attachments #@ also 
share the same fate. In other words, an 5 of an exhausted game 
element is also exhausted, an š of a discarded game element is 
also discarded, and if, for whatever reason, the game element is 
lost and removed from the game permanently, the attached % 
card shares its fate. 


GEAR ATTRIBUTES 


All Gear & cards share a number of attributes that define them. 
They include offensive and defensive Gear stats. 
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OFFENSIVE GEAR STATS 


These attributes are found primarily on weapons and influence 
your ability to attack. They are always situated on the left side of 
the ¢ card and include: 


Attack dice: Number of Attack dice rolled during an 
@ Attack. 


Precision bonus: A value you add to the result of 
+2 each of your Attack dice. 
זה-‎ Weapon Power: Number and tier (color) of Power 
₪ dice provided by each hit. Once you hit the Primor- 
dial, for each successful hit you add this many dice to 
your Power Pool. 


Bonus Power: Some powerful weapons have Bonus 
Power, i.e. a bonus Power die or even raw Power that 
is added to each Attack, providing the player scored 
at least one hit. 


i 


DEFENSIVE GEAR STATS 


These attributes increase your survivability and are found primar- 
ily on armor 46, shield weapons and some support @ cards. They 
are always situated on the right side of the Gear card and include: 


Armor dice: Number of Armor dice added to your 
LAT Armor Roll dice pool. 


Evasion bonus: A value you add to the result of each 
of your Evasion dice. 


+127 
2% 


Evasion re-roll: During an Evasion Roll, you may 
re-roll a number of dice up to this value without any 
additional cost. Note: These work like normal W re- 
rolls (see p. 8), but don't carry an additional cost. Re- 
member you can only re-roll each die once, regard- 
less of how many re-roll sources you have! 


OTHER GEAR STATS AND QUALITIES 


These are various other commonplace stats and qualities found on 
many ¢ cards. 


Charges (f Some powerful effects are limited by the number of 
charges. At the start of Battle, place a number of (¥) tokens on this 
card equal to the (7) value. When an ability instructs you to spend 
a charge, discard one token from this card. If there are no charges 
on a $ card, you cannot use abilities that require you to discard a 
charge. 


Ability box: All effects described in this part of a & card are abili- 
ties. To learn more about them, see Ability Usage on p. 60. 


Gear traits: These are additional descriptors of each $ card. They 
have no inherent effect but other game elements may refer to spe- 
cific Gear traits. They are always active as long as the € card is 
equipped on a Titan. 


GATED ABILITIES AND EFFECTS 


In Aeon Trespass: Odyssey, even Gear cards (and some other 
game elements) grow more powerful as the Battle goes on and 
their wielder inches closer to death. Consequently, most Gear 
cards have effects and abilities that are gated by certain require- 
ments, usually a certain Danger À level. 


These abilities are most often found at the bottom of a card, in 
a differently colored box. The gate requirement can be found at 
the top of the box. If the gate requirement is met, the ability or 
effect is treated as if it was part of the ability box. If, for some 
reason, you stop meeting the gate requirement, the ability is again 
locked and unavailable. Note that some gated abilities are added 
on top of the normal abilities, while others replace the normal 
abilities of a card. 


Stalwart. 


Gated ability example 


BACKS OF GEAR CARDS 


Gear cards are double sided. The back includes additional infor- 
mation, like which Cycle the Gear card belongs to, the Technology 
card that allows you to craft the Gear, as well as some flavor text. 
Some rare, unique ¢cards may also include additional rules there. 


PATTERN CARDS 


Pattern cards represent permanent enhancements and modifica- 
tions applied to the Titans themselves. These can take the form of 
specialized Training or outright augmentations to the Titan’s biol- 
ogy, through the introduction of Strains. 


Pattern cards can modify either the Trauma Table (Trauma Pat- 
terns) or Kratos Table (Kratos Patterns) of a Titan Sheet. 


Whenever a Pattern card is applied to a Titan, name that Titan 
(note it on one of the Argonaut Sheets) and note its Pattern. This 
connection is permanent. In other words, you cannot move the 
Pattern card to another Titan at a later time, you have to stick with 
what you’ve got. 


If a Titan with a Pattern dies, that Pattern is also lost—it’s not re- 
turned to the Argo Armory like ¢ cards are. This means that Pat- 
terns are unique and hard to come by. If only there was a way to 
make the process of acquiring Patterns easier and more regular... 


TITAN ROUND OVERVIEW 


Unless an effect explicitly states otherwise, a Titan Round always 
comes after a Primordial Round. The Titan Round proceeds as fol- 
lows: 


1. Start of Titan Round 
2. Titan turns 
3. End of Titan Round 


START OF TITAN ROUND 


Sometimes a game effect will trigger at the start of the Titan Round. 
In that case, it’s resolved before any of the players take their turns. 
If there is more than one start of Round effect, the players may 
resolve these effects in any order they like. 


TITAN TURNS 


During the Titan Round, you take turns activating your Titans, one 
at a time, until each Titan has acted. You may take your turns in 
any order you like to make best of the tactical situation at hand. 
Just remember, you cannot pause one Titan’s turn to take another 
Titan’s turn! In other words, you must completely resolve one Titan 


turn to start another. 


During their turn, a Titan gets one combat action € and one 
movement action ©. You can perform these actions in any order, 
but you must finish one action before you perform another. Some 
effects and abilities may require you to spend one or both of your 
actions. You can only spend an action if you haven't performed it 
yet, and after it is spent it cannot be performed this turn. Note: 
Unless stated otherwise, you are not forced to perform all of your 
actions, but any unused actions will be lost when the turn ends. 


A Titan's turn ends immediately once it has performed all of its 
available actions and it cannot take their turn again until the next 
Titan Round. To track this, turn your Argonaut card 90 degrees to 
the right. Once all Titans have taken their turns, turn all Argonaut 
cards back to their normal positions and proceed to the Primordial 
Round. Note: This is not considered to be exhausting a card! 


MOVEMENT ACTION @ 


The movement action is, generally, used to move the Titan around. 
You will use it to get close to the Primordial or take any other tacti- 
cally advantageous position. 


When you perform your Ө, you can move a number of spaces up 
to your Titan's Speed & value. First declare the space you want 
to reach, then move your Titan, one space at a time, resolving the 
effects of Terrain tiles you travel through as you move onto them. 


There are other general rules and restrictions that apply to move- 
ment actions: 


* All movement is performed in cardinal directions. You cannot 
move diagonally! 


You cannot move through Obstacle or Chasm Terrain tiles. 
You cannot move through other Titans or the Primordial. 
You cannot move through red lines (see Labyrinth, p. 68). 


As part of a single movement, you cannot move onto the same 
space twice. 


Titan Movement Example: Titans can only move in cardinal 
directions, never diagonally. They cannot voluntarily move through 
other miniatures. 


Titan Movement Example: Titans cannot move through Obstacle 
Terrain tiles and red lines. They may, however, freely move through 
other Terrain tiles, unless stated otherwise. 
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MOVE-LIKE ABILITY 


If an ability, Trauma, or any other effect allows you to move volun- 
tarily without performing а Ө, it is considered a Move-like ability. 
Move-like abilities are resolved in the same way as movement ac- 
tions (unless stated otherwise), but they are not considered a e 
for the purpose of other abilities and effects. 


VOLUNTARY MOVEMENT 


All movement performed as part of a @ and any move-like abili- 
ties are voluntary, meaning that you may perform as much of it as 
you require (i.e. if you have 5 af, you may choose to move only 3 
spaces; if you have the Reposition 2 keyword, you may still choose 
to Reposition 1 instead). 


INVOLUNTARY MOVEMENT 


All movement caused by an opposing force (i.e. Primordial actions 
causing Titan movement or Titan actions causing the Primordial 
to move) is involuntary and must be resolved up to its maximum 
value, unless another effect forces you to stop. The most common 
causes of involuntary movement are Knockbacks (see p. 63) and 
Pushbacks (see p. 65). Involuntary movement is resolved like vol- 
untary movement, with the following exceptions: 


* Titans can be involuntary moved through spaces occupied by 
other miniatures and Obstacle Terrain tiles. If a Titan is invol- 
untarily moved into a Board Edge, it continues to move along 
its edge, away from the source of the involuntary movement 
(if possible). 

+ Та Titan ends involuntary movement on a space occupied by 
another Titan, the other Titan is displaced (see Displace key- 
word, p. 63). 


+ Ifa Titan is involuntarily moved onto a space with an Obstacle 
Terrain tile, it suffers Crash (p. 63). If the Terrain is Destructi- 
ble, it is then removed from the Battle Board. If it's Indestructi- 
ble, it stays on the board. 


+ Ifa Titan ends involuntary movement on a space with a Chasm 
Terrain tile or they are pushed onto such a space during Push- 
back, they die. Note: A knocked back Titan will die by falling 
into a Chasm only if it ends Knockback on it, otherwise it will 
be moved over it. 


* Some Terrain tiles may have special rules that come into play 
when a Titan or Primordial move onto them involuntarily. 


Important: A single effect can be a voluntary movement for one 
miniature and involuntary for another. For example, when a Titan 
performs Pushback against a Primordial, it is a voluntary move- 
ment for the Titan and an involuntary one for the Primordial. 


INVOLUNTARY MOVEMENT REDUCTION 


Titan abilities, traits and other effects may reduce involuntary 
movement. Multiple effects reducing involuntary movement may 
be applied at the same time, e.g. if a Titan has two ¢ cards that 
allow them to reduce suffered Pushbacks by 1 each, then deal 
a Critical Wound that reduces Primordial Pushbacks by 2, all of 
these effects can be combined to reduce Pushback suffered by 
this Titan by a total of 4. 


OTHER USES OF MOVEMENT ACTIONS 

As mentioned at the start of this section, there may be some other 
uses for а @, for example to unexhaust Gear (see Unexhausting on 
p. 62) and as part of a complicated action (see Complicated Actions 
on p. 54). 
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COMBAT ACTION @ 
The combat action is generally used to attack the Primordial. This 
is how you deal Wounds and win the Battle! 


A @ is the main way of performing Titan Attacks. To perform a 
Titan Attack, resolve these steps, called the attack sequence, in 
the following order: 


Declare Attack and Active Weapon 
Raise Rage Q and check @ Priority Target 
Attack Roll 

First Ability Window 

Draw BP card 

Power Roll 

6.1 Create the Power Pool 

6.2 Roll the Dice 

6.3 Power Re-rolls 

6.4 Use Potentials A 

6.5 Resolve the Power Roll 


₪ Qu бе ₪9 pe c 


7. Primordial Responses 
8. Wounds and Escalation 
9. Clear the Kratos Pool 
10.Second Ability Window 


DECLARE ATTACK AND ACTIVE WEAPON‏ .ו 


Declare you are about to Attack, then choose one of your unex- 
hausted weapon € cards as an active weapon for this Attack. You 
can only choose a weapon as active if the target of your Attack 
is in its effective range (adjacent for melee, within range X-Y for 
ranged, etc.) and LoS (see Line of Sight on p. 38). Note: If a weapon 
does not have a Ranged or Reach keyword, it is considered Melee. 


If you cannot choose a legal active weapon or don't have LoS, you 
cannot perform an Attack. Do not resolve any further steps of the 
attack sequence. If an Attack ends in this step, it does not cause a 
Chain Break (see p. 43). 


EFFECTIVE 2 RANGE 


Effective range is the distance, in spaces, from the Attacker to the 
Target. Just like movement, it is calculated in cardinal directions, 
never diagonally. 


An effective range of most weapons is adjacency, meaning you 
need to stand next to the Primordial to perform the Attack. These 


are called Melee weapons. 


Reach X weapons have an effective range of X, meaning you can 
attack a target up to X spaces away. Reach weapons can also be 
used when adjacent. 


Ranged X-Y weapons have an effective range of X-Y, meaning 
you can only attack a target at least X and up to Y spaces away. 
Most ranged weapons cannot be used while adjacent. 


An Attack with a Reach 2 weapon 


An Attack with a Ranged 3-4 weapon 


2. RAISE RAGE Q AND CHECK PRIORITY TARGET 


Raise your Rage €) value by 1. Then, if your О is higher than the 
Priority Target’s C), you become the new €) Priority Target. Gain 
the @ token. 


3. ATTACK ROLL 


Roll a number of (d10) Attack dice equal to the $ value of your 
weapon. Increase the result of each Attack die by your weapon's 
Precision bonus. Remember that you can use Opening tokens 
from the Kratos Pool to gain additional Precision (see Kratos To- 
kens on p. 45). You can also re-roll your dice by paying Q or using 
other abilities and effects that provide Attack re-rolls (see Dice Re- 
rolls on p. 8). 


Each die with a result equal to or higher than the Primordial's To 
Hit 2 value is a hit. If you hit with all your Attack dice, it is con- 
sidered a full hit and activates all “Full hit:” abilities (except ones 
on inactive weapons). Note that not all “Full hit" abilities activate 
immediately. If they denote a specific timing condition, they take 
effect at that time (see Ability Usage, p. 60). 


All dice that are not hits are misses. If you miss with all your At- 
tack dice, it is considered a full miss. Go straight to step 9 (Clear 
the Kratos Pool), without resolving any further Attack steps, then 
activate all ^Full miss:" abilities (except ones on inactive weapons) 
and immediately end the Attack. 


Note that some € cards have additional effects that activate based 
on the result of your Attack Roll. 


Remember: A natural ‘10’ is always a hit and a natural “1” is al- 
ways a miss no matter how many positive or negative Precision 
modifiers you apply. 


CRIT DIE 


Whenever you perform an Attack or Evasion Roll, one of the dice 
you roll must always be the white Crit die. If you roll only one die, 
it is always the Crit die. The Crit die is used to simulate strokes of 
luck, as well as unexpected failures. Whenever you roll a natural 
(i.e. before applying any modifiers) ‘10’ on the Crit die, you gain a 
"Crit Chance" for this Attack. During a Titan Attack, a Crit Chance 
may turn your Wound into a Critical Wound! If you successful- 
ly wound the Primordial while you have a Crit Chance, ignore all 
other responses and instead resolve the Critical Q. If you fail to 
wound, resolve Responses as normal. 


Some % cards, Titan Sheets and Mnemos cards introduce other 
crit effects during and outside of attacking. These refer only to the 
result on the Crit die and they include: 


Crit Chance: Resolve this effect if you roll a natural ‘10’ in the At- 
tack Roll (on top of gaining the *Crit Chance" as normal). 


Crit Miss: Resolve this effect if you roll a natural ‘1’ in the Attack 
Roll. You may re-roll this die as normal (using or other effects), 
but Crit Miss effects must be resolved nonetheless. If you re-roll 
the Crit die and roll a natural ‘1’ again, resolve any Crit Miss effects 
an additional time. 


Crit Evade: Resolve this effect if you roll a natural ‘10’ in the Eva- 
sion Roll. 


Crit Evade Fail: Resolve this effect if you roll a natural ‘1’ in the 
Evasion Roll. You may re-roll this die as normal (using И or other 
effects), but Crit Evade Fail effects must be resolved nonetheless. If 
you re-roll the Crit die and roll a natural ‘1’ again, resolve any Crit 
Evade Fail effects an additional time. 


4. FIRST ABILITY WINDOW 


Activate applicable abilities from your Titan's Kratos Table, Mne- 
mos cards, your active weapon and any other non-weapon ¢ cards 
equipped on your Titan. Only the attacking Titan may activate 
abilities during this window, unless explicitly stated otherwise. 


Abilities used during this window will influence your own Attack. 
These mostly include abilities that allow you to change your Titan's 
positioning or push the Primordial (such as Vault or Pushback X). 
Some rare abilities may also allow you to add Kratos tokens for 
yourself (such as Auto-break X), but most Kratos token abilities are 
used during the second ability window (see Kratos Tokens, p. 45). 
To learn more about each ability's timing, see the Keywords List on 
p. 63 or the back of your Titan Sheet. 


5. DRAW BP CARD 


Primordials are giant monsters from some Other Place and their 
wholly alien biology reflects that. Their bodies are as varied as they 
are grotesque, and that is represented by the BP cards. 


Draw the top card from the BP deck and reveal it. Notice the roman 
numeral in the center of the card back. This number indicates the 
level of the BP card. So, although the BP deck is kept facedown, you 
get some sense of how tough the next BP card will be to wound. 


If at any point the BP or AI decks would be empty (for example 
when all cards from that deck are on the corresponding discard 
pile) after resolving the current action, shuffle the discard pile into 
the deck. 
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Pushback 2. 


|, CRITICAI 


You've destroyed a weak support arm riddled with 
sirenshell slivers. The monster is left wide open! 0 


During the second ability window, place 2 
additional Opening or Break tokens 
in the Kratos Pool. 


BODY PART 


BP cards include the following information: 


@ Primordial Symbol: Shows the Primordial the BP card belongs to. 

e Name: Name of the Primordial body part you are attacking. 

Ө Card Level: The level of the BP card. The higher the level, the 
more vital the body part and the higher the AT and the conse- 
quences of the Attack. 

Ө Primordial Resources: The resources you will gain after the Bat- 
tle, if the BP card is in the Wound Stack. 

@ AT: The Aeon Trespass field, the Primordial's supernatural resist- 
ance to harm. The higher the AT, the more Power Y is required to 
wound it. 

Q Responses: The Primordial will usually react to your Attack, de- 
pending on whether you Wound it, Fail to wound or regardless of 
your wound attempt, on Instinct. 

@ Critical: If you manage to deal a Critical Wound, you will deal a 
powerful blow to the Primordial. Read the flavor text and enjoy 
your spoils! You do not resolve any other Responses if you criti- 
cally wound the BP card. Important: A Crit Chance by itself is not 
a Critical! If you fail to wound the Primordial, it's just a fail! 


6. PowER RoLL 


Hitting the Primordial is only the beginning. These beings are made 
of otherworldly flesh and surrounded by a strange field we call the 
Aeon Trespass field (AT field). No mortal weapon can penetrate the 
AT field. Only the tenacity and supernatural power of a Titan can 
break through and deal a Wound! 


To do that, your Total Power must be equal to or higher than the 
current BP card's AT value. To perform the Power Roll, follow these 
Steps: 


6.1 Create the Power Pool 
6.2 Roll the Dice 

6.3 Power Re-rolls 

6.4 Use Potentials A 
6.5 Resolve the Power Roll 
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6.1 CREATING THE POWER POOL 


First, gather your Power Pool. The pool is comprised of Power dice 
of various colors (red, black and white) and, sometimes, of raw 
Power 4. The higher the number of dice in the pool, the better your 
chances of wounding a Primordial. 


Each successful hit grants you as many Power dice as your active 
weapon's Weapon Power attribute. In other words, the more hits 
you score on your Attack dice, the more powerful your Attack is 
going to be. Some weapons also have the Bonus Power attribute, 
which is added to the pool if you score at least one hit. 


Then, add your Titan's Power die and any other bonuses from your 
Kratos Table, equipped non-weapon Gear, Mnemos cards and oth- 
er applicable game effects. 


HERODOTUS 
DREAMWALKE! 
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Є w OO Move wo (und 
Attack with Доло break 1, You must 
reach your Target via the: 


Example: Herodotus attacks with a Maze Rake. He hits with both of his 
Attack dice, so he adds two dice to the Power Pool from the Maze Rake's 
Weapon Power attribute. Maze Rake also has a Bonus Power attribute 
that grants him an additional single red die (note that Bonus Power is 
not multiplied by the number of hits!). By performing this Attack, Hero- 
dotus raised his C) up to 5 so he gains another red die from the Kratos 
Table. Finally, he adds his Titan's Power die, resulting in an impressive 
Power Pool of 5 red dice! 


POWER , DICE 4 TIERS 


In Aeon Trespass: Odyssey, there are three tiers of Power dice. 
If an effect instructs you to use a dice of a higher tier, use the 
following chart to make the upgrade: 


POWER DICE LIMIT 


Some powerful weapons combined with additional bonuses may 
allow you to generate a Power Pool surpassing the number of dice 
provided in the game box. If you are required to add a die to the 
Power Pool and there are no dice of that type available, instead 
roll a die one tier higher instead of two of these dice (i.e. if you 
were required to roll 7 red Power dice, instead roll 5 red dice and 
1 black die). 


6.2 ROLLING THE DICE 


To perform a Power Roll, simply take all the dice in your Power 
Pool and roll them. Each í symbol gives you one Power. Then, add 
all the raw / you have, each of these is simply treated as another 
Y symbol. 


6.3 POWER RE-ROLLS 


Power dice cannot be re-rolled using ЧИ. There are, however, other 
effects that may grant you Power Re-rolls. Remember that all re- 
roll restrictions apply to Power Re-rolls as well: each die can be 
re-rolled only once and you must declare all dice you wish to re-roll 
before re-rolling any of them. 


6.4 USING POTENTIALS AL 


Each AA result gives you one potential. These do not provide you 
with any benefits of themselves, but they can be turned into Ҷ using 
various effects. The most common of those effects are the Break 
tokens (see Kratos Tokens p. 45 and Keywords on p. 63). 


6.5 RESOLVE THE POWER ROLL 


After using all re-rolls, A symbols and all other applicable abili- 
ties, sum up all those Y . This is the Total Power of this Attack. 


Remember, to successfully wound the Primordial, your Total Power 
must be equal to or higher than the current BP card’s AT @ value! 
If it is, you deal a Wound. If you gained a Crit Chance during the 
Attack Roll, you deal a Critical Wound instead! Then, if the total 
number of Wounds on the Wound Stack (including the Wound you 
just dealt) equals or exceeds the Primordial's 86 value, the Primor- 
dial is slain. The Battle immediately ends with the Argonauts’ vic- 
tory and you should proceed to the Aftermath. Exception: If you 
won through dealing a Critical Wound, you still gain every tangible 
reward from that Critical (no additional Attacks though)! 


If your Total Power is less than the @, you Fail to wound. 


Note: Some game elements have additional effects that trigger (or 
may activate) on a Wound or Fail. Remember to always resolve all 
“Wound:” and “Fail:” effects. 


7. PRIMORDIAL RESPONSES 


Primordials are powerful monstrous beings and they do not take 
lightly to being attacked! Almost every Titan Attack will garner 
some form of response. Most responses are resolved immediately 
after the Power Roll, with the exception of the deadly Attack Re- 
sponses and devastating Follow-up Titan Attacks, both of which 
happen after the current Titan Attack is completely resolved. 


The exact nature of the response depends on the result of the Pow- 
er Roll. If you scored a Wound, you resolve the Wound Response. 


If you failed to wound the Primordial, you resolve the Fail Re- 
sponse. If you scored a Critical Wound, resolve the Critical (and 
ignore all other Responses). Sometimes a Primordial will also have 
an Instinct Response that you have to resolve regardless of the 
Power Roll result (and in addition to any other normal Response; 
the only exception to this is a Critical). 


Pushback 2. 
f e CRITICAL 


As you rip the arm away, you feel power brimming! 


Gain +20. 


Example: If a Titan fails to wound this BP card, it will suffer Pushback 2. 
If it wounds, no Response will be resolved. 


Once you know which Response should be resolved (if any), see if 
it involves a Primordial Attack (AI card, Signature or Routine) or a 
Follow-up Titan Attack. If it does, note what kind of Attack it will 
be, then finish up the current attack sequence. The new Attack will 
happen immediately after this one is completely resolved and 
will not cause a Chain Break. 


If the Response doesn't involve any kind of new Attack, resolve it 
now. If there are no appropriate Responses (for example, you failed 
to wound, but the BP card doesn't have a Fail Response), nothing 
happens. If multiple Responses apply, resolve them in the order of 
your choosing. 


Unless stated otherwise, Responses are resolved by the Primordial 
against the Titan (e.g. to resolve Wound: Pushback 4, the Primor- 
dial would push the Titan 4 spaces). 


RESPONSES AND ADJACENCY 


Unless stated otherwise, a Response should be resolved regardless 
of the Titan's positioning. This means that ranged Attack will still 
elicit a Primordial Response (e.g. even if the Titan is 6 spaces away 
from the Primordial, you will resolve Wound: Pushback 4 by mov- 
ing the Primordial 4 spaces towards the Titan). 


Knockback and Knockdown are the exceptions. If, for any reason 
(for example, if the Titan is using a ranged weapon or moved away 
during a Window of Opportunity), a Titan isn't adjacent to the Pri- 
mordial when they should resolve a Knockback or Knockdown Re- 
sponse, that Response is ignored. 


8. WOUNDS AND ESCALATION 


Primordials get progressively harder as the Battle goes on because 
power begets power. Such is the effect of Escalation, a central Bat- 
tle mechanic to rival the Triskelion. Escalation will make the Pri- 
mordial tougher by adding higher level cards to the BP deck, and 
more deadly, by swapping AI cards in the AI deck. 


Note: If the Total Power of your Attack is lower than the AT value 
of the targeted BP card, you failed to wound the Primordial. Place 
the BP card you targeted on top of the BP discard pile and do not 
perform Escalation. Skip this step and continue to resolve the At- 
tack. 


If the Total Power of your Attack is equal to or higher than the 
AT value of the targeted BP card, you wound the Primordial and 
perform Escalation. 
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WOUND STACK 


Successfully wounded BP cards become Wounds and end up on 
the Wound Stack. However, not all Wounds are equal! 


Some attacks are so devastating they inflict multiple Wounds 
instead! The most common source of Double Wounds are the 
BP III cards. Some game effects, especially Critical Wounds, can 
also cause you to deal Additional Single Wounds. The general rules 
are as follows: 


+ If you wound a ВР I or BP II card, you place it faceup on top of 
the Wound Stack. This is a single Wound. 


+ If you wound a BP III card, you place the generic Double 
Wound card on top of the Wound Stack and set the wounded 
BP III card aside. It will return to the bottom of the deck after 
Escalation (see Full Escalation Chart, p. 53). 


+ If you critically wound a BP Ш card, you place it on top of the 
Wound Stack instead. Each BP III card on the Wound Stack 
counts as two Wounds (just like a Double Wound would). 


+ If an effect instructs you to deal an additional Single Wound, 
place a generic Single Wound card on top of the Wound Stack, 
in addition to any other Wounds you've dealt. 


PERFORMING ESCALATION 


Escalation is the process of adding more powerful cards to the BP 
and AI decks. It works slightly differently for each deck and in some 
special circumstances, but the general principle is the same. If you 
are instructed to search a deck and discard pile for a card, always 
prioritize cards from the deck. Only if you find no applicable cards 
in the deck should you search the discard pile. 


For a full breakdown of each case, see the Full Escalation Chart on 
the next page. 


For general rules, see the following paragraphs. 


ESCALATING THE BP DECK 


Your attack has exposed a deeper or more important body part of 
the Primordial. Maybe you’ve broken through the outer defenses, 
maybe you’ve torn away a piece of armor or smashed a carapace 
plate. Beneath lies something new, something more vital to the 
wellbeing of the creature. 


In general, when the current BP card leaves the BP deck to become 
a Wound, you take a random BP card of a higher level from the BP 
Escalation deck and shuffle it into the BP deck. If the new BP card 
would end up as the only card in the deck, shuffle in the BP discard 
pile too. 


For special cases, see the Full Escalation Chart on the next page. 


ESCALATING THE Al DECK 


Just as your attack has exposed a more vital part of the Primordial’s 
body, so has it exposed the creature itself to the notion of death. 
It does not like it and will become more aggressive and deadly to 
assure it does not fall today! 


To escalate the Al deck, search the deck and discard pile (prioritize 
the deck) for a card matching the wounded BP card’s level and re- 
move it from the Battle. Then, take a random AI card of one level 
higher and shuffle it into the AI deck. If there is now only one card 
in the AI deck or you removed a card from the discard pile, shuffle 
the discard pile into the deck. 


If there are no AI cards that match the level of the BP card, remove 
a card of one level higher and escalate based on that card. This will 
lead you straight from a level I card to level III. Note: If there are 
no more current or higher-level cards to escalate, you will add a 
permanent stat bonus instead. 


For special cases, see the Full Escalation Chart on the next page. 


Lo 
E^ 4 


Example: Herodotus wounded a BP III card! It wasn't a Critical 
Wound, so the players set it aside, place a Double Wound on top 
of the Wound Stack, then resolve the Escalation instructions: they 
search the BP deck and discard pile for the lowest level BP card. They 
find that the lowest card in the BP deck is a BP II and the lowest card 
in the discard pile is a BP I. Therefore, they remove the BP I card from 
the discard pile from the Battle and shuffle the discard pile back into 
the BP deck. Then, they add a BP III card from an Escalation Deck 
and shuffle the BP deck again. Finally, they place the set aside BP III 
card at the bottom of the deck and proceed to AI escalation. 


They search the AI deck and discard for the lowest level card, just 
as they did with the BP cards. They find an AI I card both in the 
deck and in discard. Since none of them is lower, they prioritize the 
deck — the card from the AI deck is removed from the game and the 
discard pile returns to its place, unshuffled. Finally, they shuffle an 
AI III card from an Escalation deck into the AI deck and continue 
resolving the Titan Attack. 
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WOUNDED CARD: 


BPI 


(Place the wounded 
card on the Wound 
Stack) 


BP II 


(Place the wounded 
card on the Wound 
Stack) 


BP Ill 


(Set the wounded 
card aside and place 
a generic Double 
Wound on the 
Wound Stack) 


BP III — Critical 
Wound 


(Place the wounded 
card on the Wound 

Stack — it counts as 
2 Wounds) 


BP III - When there 
are no ВР Ш cards in 
the Escalation decks. 


(Set the wounded 
card aside and place 
a generic Double 
Wound on the 
Wound Stack) 


BP III — Critical 
Wound, when there 
are no ВР Ш cards in 
the Escalation decks. 


(Place the wounded 
card on the Wound 

Stack - it counts as 
2 Wounds) 


BP DECK 


Shufflea BP П card from the Escalation 
deck into the BP deck. 


Shufflea BP Ш card from the Escalation 
deck into the BP deck. 


Search the BP deck and BP discard pile for the 
lowest level BP card and remove it from the 
Battle. If you removed a card from the discard 
pile, shuffle the discard pile into the deck. Shuf- 
fle a BP Ill card from the Escalation deck into 
the BP deck. Place the set aside BP III card at 
the bottom of the BP deck. 


Search the BP deck and BP discard pile for 
the lowest level BP card and remove it from 
the Battle. If you removed a card from the dis- 
card pile, shuffle the discard pile into the deck. 
Shuffle two BP III cards from the Escalation 
deck into the BP deck. 


Shuffle the BP discard pile into the BP deck. 
Place the set aside BP III card at the bottom of 
the BP deck. 


Shuffle the BP discard pile into the BP deck. 
Note: the BP deck will have 1 card less. 


Al DECK 


Search the AI deck and the AI discard pile for 
an AI I card and remove it from the Battle. If 
you removed a card from the discard pile, 
shuffle the discard pile into the AI deck. Shuf- 
fle an AI II card from the Escalation deck into 
the AI deck. 


Search the AI deck and the AI discard pile for 
an AI II card and remove it from the Battle. 
If you removed a card from the discard pile, 
shuffle the discard pile into the AI deck. Shuf- 
fle an Al III card from the Escalation deck into 
the AI deck. 


Search the AI deck and the AI discard pile for 
the lowest level AI card and remove it from the 
Battle. If you removed a card from the discard 
pile, shuffle the discard into the AI deck. Shuf- 
fle an AI III card from the Escalation deck into 
the AI deck. 


Search the AI deck and the AI discard pile for 
the lowest level AI card and remove it from the 
Battle. If you removed a card from the discard 
pile, shuffle the discard into the AI deck. Shuf- 
fle an Al Ш сага from the Escalation deck into 
the AI deck. If there are no level III Al cards 
in the Escalation decks, instead the Primordi- 
al gains 1 bonus per Wound, in the following 
order: 


+1 A dealt per hit, 
+1 gi, 
+1 Ф, 
+1 @. 
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ESCALATIONS OUTSIDE OF WOUNDING 


Some effects, like Responses, may instruct you to escalate the Pri- 
mordial even if there is no Wound or even outside of a Titan Attack. 
If that happens, simply perform the Escalation as normal, with the 
following exception: as no Wound was dealt, you will have to re- 
move the lowest BP card from the Battle. 


ESCALATIONS OUTSIDE OF BATTLE 


Some effects may instruct you to escalate the Primordial outside 
of Battle (usually using the phrase “Escalate X," where X is the 
number of Escalations to perform). If that happens, note it, then 
perform the Escalations during Battle Setup, as normal, with the 
following exception: as no Wound was dealt, you will have to re- 
move the lowest BP card from the Battle. 


ESCALATING ONLY ONE DECK 


Some rare effects may instruct you to escalate only the BP or AI 
deck. If that happens, simply escalate the indicated deck and leave 
the other deck as is. 


9. CLEAR THE KRATOS POOL 


After resolving Responses and performing Escalation, remove all 
tokens from the Kratos Pool, unless explicitly instructed other- 
wise. Important: Remember to always make use of as many Kratos 
tokens as possible, since they will be removed at the end of the 
Attack anyway. 


10. SECOND ABILITY WINDOW 


Activate applicable abilities from your Titan's Kratos Table, Mne- 
mos cards, your active weapon and any other non-weapon ¢ cards 
equipped on your Titan. Only the attacking Titan may activate 
abilities during this window, unless explicitly stated otherwise. 


During this ability window, you can use most of the abilities that 
place tokens in the Kratos Pool (such as Opening X or Break X) 
to support your fellow players. Note that you often have a choice 
what tokens to leave, so look at the back of the top BP card and 
make an informed choice. To learn more about each ability's tim- 
ing, see the Keywords List on p. 63 or the back of your Titan Sheet. 


END OF THE TITAN ATTACK AND ATTACK RESPONSES 


After you resolve the second ability window, leaving Kratos tokens 
for other players, the current Titan Attack ends. If the BP card was 
not wounded (did not go to the Wound Stack), discard it now. If the 
attack triggered an Attack Response, like a Primordial Attack or a 
Follow-up Titan Attack, it will happen next, starting a new attack 
sequence. Designer's note: Though initiated as part of a Titan At- 
tack, Attack Responses are resolved after the current Attack ends 
to avoid conflict with other effects. 


END OF TITAN ROUND 


Sometimes a game effect will trigger at the end of the Titan Round. 
In that case, it's resolved after all of the Titans take their turns. If 
there is more than one end of Round effect, the players may re- 
solve these effects in any order they like. 


Also remember to unexhaust Argo Abilities (see Argo Abilities on 
p. 55 for details). 


OTHER ACTIONS IN THE TITAN ROUND 
COMPLICATED ACTIONS 


Sometimes, especially complicated maneuvers (like the Rush abil- 
ity) will require you to use both the Ө and Ө together. That's 
what we call a complicated Ф action. Complicated actions can 
be performed only if the Titan can perform both €3 and 6), and 
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during their turn still has at least one unused action of each type. 
There is no “action space" between both parts of a complicated 
action, which means you cannot perform other actions during a 
complicated action, even if the two parts of the complicated action 
are easily distinguishable (for example, the Rush ability allows a 
Titan to move at increased Speed and Attack with additional force; 
though you could easily tell when the movement part of Rush ends 
and the Attack part begins, you cannot perform any additional ac- 
tions in between, even free actions). 


FREE ACTIONS 


Many active abilities, as well as some other game effects, are acti- 
vated as a free action. This means that, as long as you fulfill all of 
its requirements, you may perform this action in your turn, with- 
out spending your Ө or Ө. During your turn, you can perform as 
many different free actions as you want, but each of them can only 
be performed once per turn. You can perform free actions before 
your Ө and Ө or between them but not during another action. 


Remember: Unless you gain additional actions in some way, a Ti- 
tan's turn ends immediately once you've performed both @ and 
Ө, leaving you по “end of turn” window to use free actions. 


REACTIONS @ 


The rarest type of Titan action is the Reaction, denoted by the re- 
action @ symbol. Reaction are powerful effects that may be per- 
formed during a window of opportunity @ (see p. 43). As windows 
of opportunity are generally found on AI cards, Reactions allow Ti- 
tans to act during the Primordial Round! 


Whenever you encounter the € symbol preceding an instruction, 
you may activate @ abilities immediately before you resolve that in- 
struction. During a single Ж each Titan may activate any number of 
Ф abilities in any order, but по more than one ability with the same 
name per Titan (see Named Abilities, p. 61). 
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ARGO ABILITIES 


Argo Abilities are Technologies that can be actively used during the 
Battle. They represent various ways the Argo's crew can support 
the Titans from afar. 
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Argo Ability 


ARGO ABILITY (AA) LIMIT 


All Argo battle operations are coordinated from the Excursion Pro- 
pulon. Thus, the current Propylon Technology dictates how many 
Argo Abilities you can field during a single Battle. Note this number 
on your Argo Sheet as the AA Limit. The basic Excursion Propylon 
has a limit of two. If you later research another Propylon tech- 
nology, apply only the one that allows you to use the most Argo 
Abilities and change the AA Limit on your Argo Sheet accordingly. 


You choose which Argo Abilities to prepare during Battle Setup 
(see p. 34). 


EXCURSION PROPYLON 


Permanent. Argo Abil 
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Propylon Technology 


ARGO ABILITY CHARGES 


Each Argo Ability has a number of charges it gains at the start of 
Battle. Each time you use an Argo Ability, discard one of its charg- 
es. Once an Argo Ability is out of charges, it cannot be used again 
during the current Battle. 


USING ARGO ABILITIES 


In general, Argo Abilities can be used during any moment of the 
Titan Round (excluding in the middle of other actions, unless ex- 
plicitly stated otherwise). Some Argo Abilities, however, specify 
an exact moment when they can be used, either during the Titan 
Round or the Primordial Round. 


You can use as many of the active Argo Abilities each Round as you 
want, but each one can be used only once per Round. After using 
an Argo Ability, exhaust it to denote that it has already been used 
this Round. 


Argo Abilities automatically unexhaust at the end of each Round— 
that is both the Primordial Round and the Titan Round. 


BATTLE AFTERMATH 


Each Battle has a specific Aftermath, described in the Battle Sce- 
nario. Depending on whether you won or lost the Battle, the Af- 
termath will award you with bonuses and rewards or sometimes 
saddle you with additional penalties. Each Battle has unique conse- 
quences, but there are some more general effects of an Aftermath, 
including gaining Primordial resources, tallying Casualties, observ- 
ing the Tides of Fate and shuffling the Exploration deck. 
Remember to resolve any End of Battle effects before you proceed 
to Battle Aftermath. 


Also note that you can use a Sisyphus Tear before you proceed to 
Battle Aftermath to replay the Battle, if you're not satisified with its 
outcome (see Sisyphus Tears, p. 57). 


GAINING PRIMORDIAL RESOURCES 


Each Battle nets you Primordial resources from the Wounds you've 
dealt. Remember that you gain resources even for Battles you have 
lost! 

Generally, you gain the resources shown ў К << 
іп the upper right corner of every BP card 4 e", 
on the Wound Stack times the Primordial 

level (i.e. if you fought a Level 3 Hekaton, 
each BP card will award you with 3 times 
the resources shown). 


You also gain one Primordial Core re- 
source for each BP III card in the Wound 
Stack (remember that only critically 
wounded BP III cards land in the Wound 
Stack). The Core type always corresponds 
to the Primordial you were facing (e.g. if you faced the Hekaton, 
you gain a Hekaton Core). 


Resources example 


In addition, if you fight a Level 3 or 4 Primordial, you will gain bo- 
nus Ambrosia resources, denoted in the corresponding level stat 
block on the Primordial Sheet. 


If there are any generic Single Wounds and/or Double Wounds in 
the stack, first combine the BP discard pile with the BP deck and 
separate them by level. Then, for each set aside Single Wound, draw 
a random BP of the lowest available level and gain its resources. 
For each set aside Double Wound, draw a random BP III and gain its 
resources (you do not gain Cores for these BP III cards). 


Note the gained Primordial resources on your Argo Sheet. 


OrHER PRIMORDIAL RESOURCES 


The Battle Aftermath may indicate you gain additional or other Pri- 
mordial resources. If it does, follow the specific instructions. 


RESOURCES FOR DEATH BLOWS 


If the Primordial was slain by a Crit Effect that caused it to die 
instantly (a Death Blow) and the number of Wounds in the Wound 
Stack is lower than its % value, add the top card from the BP deck 
to the Wound Stack, as if it was wounded (use Double Wounds 
instead of BP III cards). If that causes the number of Wounds to 
become equal to or higher than %, proceed to gaining resourc- 
es as normal. Otherwise, escalate the BP deck as if you have just 
wounded that BP card, then repeat this process. Continue until the 
number of Wounds in the Wound Stack is equal to or higher than 
the Primordial's 66 value. 
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CASUALTIES 


Battles, especially lost ones, can be grim affairs. During the Casual- 
ties step, note the loss of any Titans on the Argo Sheet. 


Also during this step, you discard all Conditions, Condition tokens 
and tokens on Titan Sheets (like Ambrosia, Modifier tokens, etc.). 
Note that some game elements and Conditions may have End of 
Battle effects. Make sure you have resolved all of these effects be- 
fore you discard these Condition cards. 


End of Battle: If you still have T, $ e 
this Condition card, draw У 


a Fated Mnemos card. Улу 


End of Battle effect. 


TIDES OF FATE 


Battles push both the Argonauts and their Titans to their limits. As 
a consequence, debts accrued with the Moirai are partially paid. 


Tides of Fate mechanics affect both Argonauts and the Argo itself. 
Each Argonaut resets their Triskelion values to triple '0'. As for the 
Argo, you lower its W value by the indicated number. In Cycle I, 
this is usually -2 WY. 


SHUFFLING THE EXPLORATION DECK 


Finally, as the Battle Aftermath comes to a close, the Argo catches 
new wind in its sails (or current in its turbines). New opportunities 
await! 


As a result, during the aftermath of every Timeline Battle, you 
should shuffle all Exploration cards removed from the Exploration 
deck as a result of the Timeline Battle Special Disposal Effect back 
into the deck. This way, you have refreshed the Exploration deck! 


FINAL BATTLE 


If your current Cycle has a final Battle, if there is no specific After- 
math, note Casualties and perform Tides of Fate. 


ADDITIONAL BATTLE RULES 
DEATH IN BATTLE 


Unlike Argonauts, Titans are expendable. In most cases, when you 
die in Battle you only lose the Titan you are currently junctioned 
with. This Titan is then removed from the Battle Board (note its 
loss on the Argo Sheet) and cannot be used in any way. Do not 
discard its Conditions and tokens or reset its Triskelion stats until 
instructed to do so (see Casualties, p. 56). 


However, Story Events, as well as some especially brutal effects, 
may result in the Argonaut dying. In that case, consult the current 
Cycle’s Rude Awakening Special Event. Remember that Argonaut 
Death happens only when explicitly stated! 

Important: Never discard or destroy the Argonaut Sheets of de- 
ceased Argonauts, as some events might reference them later! 


MANY WAYS TO DIE 


There are many ways to die in Battles! The most common are draw- 
ing a Disemboweled Trauma card or a You died Obol card. But there 
are many possible instances of death, including: 
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* Drawing a Heroic Death, Heroic Life or Disemboweled Trauma 
cards or another death-inducing card. 


* Drawing a You died Obol card. 


* Being forced to perform two Obol Draws at the same time (see 
example in Obol Draw, p. 42). 


+ Being forced to draw a second Moiros or Kratos during a Battle. 


+ Gaining Ambrosia tokens exceeding the Ambrosia Limit 
(so, in most cases, 5 or more tokens) 


* Having four Despair tokens while not adjacent to another Titan. 


> 


Falling off/beyond the Board Edge or into a Chasm space. 


+ Being forced to displace when there is no legal space to be dis- 
placed to (see Displace on p. 63). 


MERCY RULE 


Aeon Trespass: Odyssey is a challenging game, but in the face of 
a Titan's death, it offers a glimmer of respite in the form of this 
Mercy Rule. If a Titan dies: 


+ During an Attack against the Primordial, you ignore all negative 
Responses elicited by that Attack. 


* During a Primordial Attack, the Primordial ends its Attack, for- 
going all lingering Attack effects and After Attack effects tar- 
geting that Titan. Conversely, if a Titan dies, but the Attack has 
an effect that is separate from the Target or has other Targets, 
those effects should still be resolved. 


OTHER ROUND TIMING RULES 


Some Primordial Traits, & cards and abilities may introduce ef- 
fects that trigger at specific moments during the Primordial Round 
or Titan Round. These include: 


Start of Battle: Resolve this effect after you finish Battle Setup, but 
before the first Round begins. 


End of Battle: Resolve this effect when the Battle ends (regardless 
of its outcome), before you proceed to the Battle Aftermath. 


When: Resolve this effect after you resolve the effect it refers to 
(or, in some cases, when you begin to resolve it), but before any 
other actions or effects. 


Example: If an effect triggers “When you draw a Trauma card,” 


it activates immediately after you draw the card but before you 
resolve it. 


When you are about to: Occurs immediately before you resolve the 
effect that is about to happen (i.e. if an ability is triggered “when 
you are about to die,” it activates after another effect instructs you 
to die, but before it is actually resolved). 


Note that it does not invalidate the effect that triggered it unless 
explicitly stated otherwise, even if it causes a Chain Break (e.g. if 
you resolve an Attack triggered by a “When you are about to die” 
effect, it causes a Chain Break—no further effects of this Attack are 
resolved, but it does not allow you to avoid death itself). Any other 
effects and abilities with a specific trigger must be resolved after 
the trigger occurs, before resolving any effects other than the ones 
caused or enabled by it. 


BONUS ATTACKS 


A Bonus Attack is an effect that allows you to perform an immedi- 
ate Attack, often outside of your turn. Most Bonus Attacks cause 
a Chain Break (see exception below). For a Bonus Attack you may 
declare an exhausted weapon as your active weapon. If you do, 
unexhaust it, then continue the Attack. During a Bonus Attack you 


may ignore Attack Responses (see p. 51) to this Attack. When the 
Attack ends, continue resolving the Battle Round that was inter- 
rupted by the Bonus Attack. All other restrictions and rules of a 
combat action apply. 


BONUS ATTACKS DURING TITAN ATTACKS (FOLLOW-UPS) 


A Bonus Attack during a Titan Attack is also called a Follow-up 
Titan Attack and will be resolved immediately after the current 
Titan Attack ends. In other words, it does not cause a Chain Break. 
All other Bonus Attack rules apply. 


INSTANT DEATH EFFECTS 


Instant Death effects are special effects of Primordial Attacks and 
Responses that cause a Titan to die immediately, without drawing 
an Obol or a Trauma card. 


DEATH BLOWS 


Some rare Critical effects may allow you to slay the Primordial 
before dealing all required Wounds. These may be referred to as 
Death Blows (see p. 55). 


RETREAT 


Most Battles give the players a chance to retreat if they think their 
chances of winning are slim. Usually, a retreat is only possible after 
at least 2 Titans died in the current Battle. If Retreat is possible, 
you may retreat at the beginning of a Titan Round (before you take 
any Titan turns). For all purposes a retreat is treated as a defeat, 
but allows you to save the remaining Titans to fight another day. 
Note that a retreat is not possible in most Battles against Adver- 
saries and Boss Primordials. 


SISYPHUS TEARS 


Sisyphus Tears are mysterious Divine resources of unknown ori- 
gin. When a Battle ends, players as a group may decide to spend 
one Sisyphus Tear to replay the Battle, without suffering any of 
its consequences: do not lose Titans, gain or resolve End of 
Battle effects. Simply restore the game to the state from before 
the Battle (that includes any spent Godforms and Summonings). 
You can freely change your Titans and loadouts and prepared Argo 
Abilities before you attempt the Battle again. Note, however, that 
Sisyphus Tears are an extremely rare resource and should not be 
spent lightly. 


WISE PROVIDENCE 


Wise Providence is a rare temporary boon that gives you an edge 
in combat. If you have it, you gain the initiative for the upcoming 
Battle—that Battle begins with a Titan Round instead of the Pri- 
mordial Round. In general, Wise Providence impacts the next 
Timeline Battle only—note it on the Timeline, on the day of the 
first upcoming Timeline Battle. Sometimes, however, Wise Provi- 
dence may refer to a specific Battle in which case it should be noted 
in the “Boons, Afflictions, Notes” section of the Argo Sheet. 


CONDITIONS 


Various effects (like Trauma cards or Primordi- 
al Attacks) cause Titans and Argonauts to gain 
Condition cards that apply additional negative 
or positive effects. When you gain a Condition 
card, place it next to your Titan Sheet. Some 
Conditions may also require you to gain Con- 
dition tokens. These are always placed on the 
corresponding Condition card. All Conditions 
are discarded during the Casualties step of the Battle Aftermath. 
Some Conditions may have additional End of Battle: effects that 
trigger if you were unable to get rid of them before the Battle ended. 


Condition token 


If you gain a Condition card outside of Battle, it remains active until 


the end of the next Battle. 


Some cards instruct you to gain a certain Condition, while others 
become Conditions themselves (See Moiros and Kratos cards be- 
low). You cannot gain a Condition if you already have it, but some 
Conditions may trigger additional effects if you would gain them 
again. 
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Condition card 


AFFLICTIONS AND BOONS 


As with Conditions, Afflictions introduce additional effects and are 
more closely tied to the Argonauts. Unlike Conditions, they are not 
represented by physical components. Instead, whenever you gain 
an Affliction, write it down in the “Afflictions” section of your Ar- 
gonaut Sheet. Afflictions are bad things, like curses and sickness, 
that plague the Argonaut. Afflictions are permanent—you can only 
remove them if an effect explicitly tells you to! 


Boons, though rarer, are the positive equivalent of Afflictions. 
These can come in the form of personal traits, equipment or allies! 
You also note these on your Argonaut Sheets. 


MOIROS CARDS 


Moiros cards represent the consequences of trying to cheat fate 
one too many times. When you push it too far, it pushes back. 
When any effect requires you to raise your W over 9 you must 
immediately shuffle the Moiros deck and draw a random Moiros 
card. Keep this card until the end of Battle (even if its effects aren't 
lasting). 


There may be other effects that instruct you to draw a Moiros card. 
Be warned: The consequences of your recklessness may not only 
affect you, but also other Titans or even the Argo itself! 


Also, if you are ever forced to draw another Moiros card while you 
already have one, you die instead! 
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KRATOS CARDS 


Kratos cards are drawn when you temporarily lose control over 
your Titan and their bottomless rage takes over. When a game ef- 
fect instructs you to draw a Kratos card, shuffle the Kratos deck 
and draw a random Kratos card. Keep this card until the end of 
Battle (even if its effects aren't lasting). 


If you are ever forced to draw another Kratos card while you al- 
ready have one, you die instead! 


CONDITION КЕ 


Kratos card 


KRATOS ROLL 


Some effects will give you a chance to avoid drawing a Kratos 
card, or resolving its negative effects. This will usually be resolved 
through a Kratos Roll. When you are instructed to perform a Kra- 
tos Roll, roll a 410 and compare the result to your О value. If it 
is equal or higher, you succeed. If it is lower, you fail. Unless stat- 
ed otherwise, when you fail a Kratos Roll, you must draw a Kratos 
card. Note: Kratos Rolls cannot be re-rolled using ЧИ. 


AMBROSIA 


Ambrosia is a mysterious substance, the life- 
blood of the monstrous Primordials, used as 
a resource and fuel for the Argo. In its raw 
state, however, it is extremely harmful. Various 
effects cause Titans to gain Ambrosia tokens. 
When you gain an Ambrosia token, place it on 
your Titan Sheet. 


Ambrosia token 


While other effects may trigger based on the number of Ambrosia 
tokens you have, the tokens themselves don't have any inherent 
effects... until you exceed your limit. 


AMBROSIA LIMIT 


Each Titan has an Ambrosia Limit. Unless your Titan Sheet ог & 
cards state otherwise, your Ambrosia Limit is 4. If you have mul- 
tiple elements that modify your Ambrosia Limit, choose the one 
with the highest Ambrosia Limit, then apply bonuses and penalties 
to that limit (if any). 


Example: The Abysswatcher Titan has an innate Ambrosia 
Limit of -1. On top of that, he equips an Ambramat Armor that 
grants him Ambrosia Limit 5. He applies the highest Ambrosia 


Limit X among his Gear (5), then applies all Ambrosia Limit 
modifiers (-1) for a total Ambrosia Limit of 4. This means it 
will die as soon as it gains its 5th Ambrosia token. 


If, at any point, the number of Ambrosia tokens on your Titan Sheet 
is higher than your Ambrosia Limit, the Titan dies. You do not draw 
Trauma and you do not draw an Obol. You simply die. 
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MODIFIER. TOKENS 


Modifier tokens are used to mark temporary and permanent 
changes to Titans' and the Primordials' attributes. When a Titan or 
a Primordial gains a Modifier token, find a token with an icon corre- 
sponding to the attribute it modifies and place it on the appropriate 
sheet (Titan or Primordial). Modifier tokens are double-sided: each 
negative (red) Modifier token changes the attribute by - whereas 
a positive (blue) Modifier token changes it by +1. 


Positive token 


Negative token 


STACKING MODIFIER TOKENS 


There may be times when you need more than one Modifier token 
of a given attribute, for example, you receive a Precision penalty 
of -5. In such a case, don't look for five Precision Modifier tokens. 
Instead, take one Precision Modifier token and four generic tokens 
(grey) and stack them, so that the -1 Precision modifier token is 
on top. 


TEMPORARY AND LASTING MODIFIER TOKENS 


Some Modifier tokens are temporary, meaning that they are dis- 
carded after they take effect (e.g. if you gain a temporary Evasion 
token, discard it after the next Evasion Roll). Place temporary Ti- 
tan Modifier tokens on their Triskelions as a reminder. Temporary 
Primordial tokens are always placed in the Kratos Pool and are re- 
moved in the Clear the Kratos Pool step of a Titan Attack. 


Other Modifier tokens are lasting, meaning that they remain with 
the Titan or Primordial until the end of Battle. All modifier tokens 
are discarded at the end of Battle. 


TYPES OF MODIFIER TOKENS 
Possible Modifier tokens include: 


&) Precision: The Titan has +/-1 Precision for each token. For 
each of these tokens on the Primordial, increase/lower the 
Evasion difficulty of each AI card by +/-1. 


Evasion: Titans only. For each of these tokens, the Titan has 
+/-1 Evasion 2%. 

@ Ф) AT: КИ о. For each of these tokens, the Primordial 
has +/-1 AT 


О (£) Speed: For each of these tokens the Titan/Primordial has +/-1 
Speed af. 
@ Evasion die: Primordials only. For each of these tokens, Ti- 


tans must roll +/-1 Evasion die when attacked by the Primor- 
dial (to a minimum of 1). 


@ Danger: Primordials only. For each of these tokens the Pri- 

mordial deals +/-1 À with each Attack (sum À from all hits 
first, then add/subtract À for each À token), or, in some cas- 
es, for each hit (see Escalation Table on p. 53). 


@ To Hit: Primordials only. For each of these tokens, the Pri- 
mordial has +/-1 To Hit P3 


GENERIC TOKENS 


Aeon Trespass: Odyssey is a monster of a game. There are various 
effects, abilities and actions to track; if we wanted to create a spe- 
cial token for each of them... we'd have a lot of different tokens. 
Like, a lot. And you'd spend a lot of time looking through your game 
box for that single Engine Pressure marker. 


Instead, we cut down on the types of tokens 
included in the game, and created the generic 
tokens. Whenever there's an effect that doesn't 
use any of the specific tokens, you will be in- 
Structed to use a generic token to track it. You 
can also use generic tokens to mark exhausted 
abilities or cards to conserve table space and 
to mark stacking Modifier tokens (see Modifier 
Tokens). 


Generic token 


VANTAGE POINTS 


Even though Titans are big, Primordials are much much bigger, 
lumbering monstrosities the size of temples! Some are so big, in 
fact, that you can climb them. And you will! 


Some Primordials may allow you to create Vantage Points (VPs) 
— special spaces on top (or inside!) of them. Titans can then climb 
them to strike vital body parts, avoid Primordial attacks or enable 
other effects and abilities. Each Primordial's VP effects are de- 
scribed on its Primordial Sheet. 


CREATING VPs 
Most VPs need to be created before they are climbable: 


+ Unless stated otherwise, the Primordial VP must first be creat- 
ed before it can be used. In other words, until you “create a VP” 
the VP is locked. 


* When a Primordial VP is created, 
remove the interchangeable part of 
the Primordial miniature and switch 
it with the Vantage Point part. Alter- 
natively, if you don’t want to switch 
the parts, you can use the VP space 
marked on the Primordial Sheet in- 
stead. Note: Some hard-to-reach 
VPs are only represented on the 
Primordial Sheets. 


When the Titan is on the VR | 


place its miniature here. 


* If a Primordial has no associated VP description, you cannot 
create VPs on it by any means. These Primordials simply can- 
not be climbed! 


% 


Interchangeable miniature parts 


CLIMBING AND FALLING FROM A VP 


If there is an unlocked VP on the Primordial during your turn, you 
may climb it! 


Climbing a VP: A Titan adjacent to the Primordial may perform a 
Climb test as a free action. Simply test the Skill specified on the 
Primordial Sheet (see Tests in Battle, p. 60). If you succeed, place 
your Titan on the VP space. 


Falling down from a VP: Primordials don't stand still. At the end 
of the Primordial Round, most VPs force you to perform a Hold 
on test to find out if you fall down. The particular effects of falling 
from a VP are explained on the Primordial Sheet. 


MOVEMENT AND VPS 


A Titan may move from a Primordial VP space to a space adjacent 
to the Primordial using a Ө or any move-like ability, as if they were 
adjacent spaces. 


If a Titan suffers Knockdown or involuntary movement while on a 
VP space, they must first be displaced to a space adjacent to the 
Primordial. 


Only one Titan can occupy a single VP at a given time. 


VPs, ADJACENCY AND RANGE 


Titans on VPs are considered adjacent and in range 1 to the Pri- 
mordial and all Titans adjacent to this Primordial. They measure 
range to other Titans and game elements from the space occupied 
by the Primordial that is closest to that Titan or game element. 


Other Titans adjacent to the Primordial are not considered to be 
adjacent to Titans on VPs. 


AWAKENINGS 


The Olympians are dead, killed during the first minutes of the Es- 
chaton. Their worshippers scattered, their temples abandoned, 
their power waned and left the world. But not completely. When 
the darkest hour comes and all hope seems lost, you may find it 
inside yourself: a glimmering ember of the old gods. If you have the 
audacity to reach for it, if you have the tenacity to contain it, if you 
have the will to wield it, that ember becomes a spark and that spark 
becomes a pyre in which you will burn away the darkness! 


Awakening will provide you with enhanced attributes and very 
powerful abilities that may break the normal game rules! 


GODFOR 


Godform card 


UNLOCKING THE AWAKENING MECHANIC 


Transcend your limits and for a brief moment achieve a Godform of 
one of the fallen Olympians and walk their hallowed ground. Such 
is the power of the Godform transformations, otherwise known as 
Awakenings. 


Once you gain access to the Forlorn Naos Technology, you will un- 
lock a hidden potential, allowing Titans to Awaken. At this time, 
you will also permanently add the Awakening Grave Trauma to the 
Trauma deck and switch the You died Obol with its special variant. 
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How TO AWAKEN 


Whenever an effect instructs you to Awaken, choose one of the 
available Godforms and place its card over your Titan’s illustration 
on the Titan Sheet. Note its name in the Godform section of the 
Argo Sheet and mark the associated box—this means this Godform 
becomes unavailable until the next Divine Surge (see Divine Surges 
on p. 23). If there are no available Godforms, you cannot Awaken. 


IMMEDIATE EFFECTS OF AWAKENING 

As soon as you Awaken, immediately: 

+ Perform a Chain Break (see Chain Break on 
p. 43). 


+ Gain the © Priority Target token. As long 
as you are Awakened, you cannot lose this 
token. 


Trespass token 


+ Discard any Condition cards and Condition 
tokens, as well as Despair tokens (but not Ambrosia tokens). 


+ Ifyou were knocked down, you may stand up. 


* Gain Trespass tokens equal to the Q value denoted in the bot- 
tom right of your Awakening card (usually 2). 


* You may immediately perform a move or Pushback up to your 
@ value and perform a Bonus Attack (see p. 56). These аге 
not regular actions. 


* Important: The instructions that allow you to Awaken found 
on the various game elements always include the (%) symbol. 
That's right. Each time you Awaken, the ripples of power are 
felt for many, many leagues. Your Adversary takes notice and 
moves towards the Argo (see Adversary Activation, p. 16). 


OTHER AWAKENING RULES 


The following rules changes apply to you as long as you are Awak- 
ened: 


+ When you perform a Power Roll, add the Godform Power die to 
the Power Pool instead of your Titan Power die. 


+ You gain all other bonuses listed at the bottom of the Godform 
card. 


+ Some Godforms allow you to perform a Special Attack. These 
Attacks use statistics and effects denoted on the Godform card 
and cannot be combined with your weapons. When you declare 
this Attack, the Godform card is considered to be your active 
power (instead of an active weapon). 


* When you are about to perform an Obol Draw, shuffle the You 
live: By the power of the Dead Gods... card into the Obol deck. 
Remove it from the deck when you finish resolving the Obol 
Draw. In other words, only you get two You live! Obol cards 
during your Obol Draws! 


+ If you are ever knocked down while Awakened, during your 
turn, you may discard one Q token to immediately stand up. 


ENDING THE AWAKENING 


At the start of your turn, you must discard one Trespass Q token 
from your Godform card. Note that some other Godform abilities 
may also use v tokens for other effects. If you cannot discard a 
Q token at the start of your turn, return the Godform card to the 
supply. You lose all bonuses provided by it. Then, if you awakened 
as a result of an Obol Draw, you die. If you have awakened through 
any other means, after you end your Awakening, continue resolv- 
ing your turns as normal. 


SUMMONINGS IN BATTLE 


Summoning rules were described on p. 22. However, summoning 
Nymphs in Battle needs some clarification. First of all, most Sum- 
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monings have a steep requirement that needs to be met before you 
are able to perform it (for example, at least one Titan needs to die). 
This requirement always refers to the current Battle. 


Most Summonings specify the moment they can be used. If a Sum- 
moning does not specify this moment, it can be used like an Argo 
Ability (see Argo Abilities, p. 55), during the Titan Round. 


Otherwise, Summonings function according to the rules on p. 22. 


Remember: Similarly to Awakenings, Summonings show the 
symbol. This means that, whenever you perform a Summoning, 
the Adversary immediately moves towards the Argo. 


TESTS IN BATTLE 


Many Battle abilities and effects will instruct you to perform a test. 
This is similar to tests during adventures (see Adventure Tests and 
Rolls p. 31). 


To perform a test, simply roll a single d10 and compare the result 
to the difficulty of the test. Some tests are associated with a spe- 
cific Argonaut Skill (e.g. Cunning 6+), allowing you to increase the 
result by your Skill value. Tests can be re-rolled using W, just like 
Attack and Evasion Rolls (see Fate Re-rolls on p. 8). 


Some abilities and game effects may allow you to add a bonus to 
the test result. Unless stated otherwise, all of these effects must be 
declared before you perform the test. Then, after you roll the die, 
increase the result by the total bonus. 


Note that some effects will instruct you to simply roll a d10 and 
resolve an effect according to the result (e.g. “roll а d10. On a 10 
you Awaken.") Such rolls are not tests (their description does 
not include the word *test") and as such cannot be re-rolled us- 


ing W. 
ABILITY USAGE 


Titans, Mnemos cards and equipped ¢ cards, as well as other game 
elements, give you access to various abilities. Some of them can be 
used as a free action or as a reaction @, others will have a specific 
timing condition or even grant a constant effect. 


In general, each effect described within the ability box on Mnemos 
cards, Gear cards and Titan Sheets is an ability. There are a few 
categories of abilities. 

ACTIVE ABILITIES 


Abilities that require you to pay a cost are active abilities. The cost 
is always shown directly before the ability. Ability costs may in- 
clude: 


Ө Using a combat action, 


e Using a movement action, 


CQ Using a complicated action, 
qp Gaining +1 Fate, 
~ Exhausting the game element providing this ability, 


Discarding the game element providing this ability, 


Ө Discarding a charge. 
Other, more specific costs may be listed in the particular ability. 


Active ability usage is always voluntary (you may pay the cost to 
resolve the ability). As such, these costs can never be prevented 
or ignored by the use of other game effects. 


Active abilities that have a specific timing condition (such as “dur- 
ing the second ability window," “when you are about to die," etc.) 
can be activated only during that specific activation time, unless 


another rule overrides this timing (for example, by instructing you 
to resolve the ability immediately once something else occurs). 


Active abilities that do not have a specific timing condition can be 
used as a free action (see p. 54). 


You cannot activate an ability if you cannot pay its full cost (e.g. 
an ability requires you to raise QJ and your Fate is already at 9, 
or an ability requires you to discard a charge and there are none 
remaining). 


You can use each available active ability on a single game element 
once per Round. 


Example: During his turn, Herodotus uses a Primordial Lure € 
card to place the top card from the BP deck at the bottom of the 


deck. The Titan still has another charge on it, but since it is an ac- 
tive ability, it remains unusable until the end of this Titan Round. 


CONSTANT ABILITIES 
Abilities that do not require you to pay a cost are constant abilities. 


Most constant abilities continuously seek specific timing conditions 
and must be resolved anytime the specified condition is met, unless 
the ability text itself specifically says that ^you may" resolve its effect. 


As a general rule, you must always resolve keywords that place 
Kratos tokens in the Kratos Pool (like Opening X or Break X), as 
well as keywords that hinder you in any way (like Cumbersome or 
Commit). You generally may use abilities that grant you move-like 
abilities (like Reposition X) or allow you to forcefully move the Pri- 
mordial (like Pushback X). See the Keywords List on p. 63 to learn 
more about using other keyword abilities. 


Constant abilities that have a specific timing condition (such as 
“during second ability window," “when you are about to die,” etc.) 
always take effect in that window, therefore they can be used mul- 
tiple times during the same Round. 


Exception: Some powerful constant abilities, called flexible abili- 
ties (like Pushback X or Vault), have dual timing conditions, name- 
ly, they can be triggered during either the first or the second ability 
window of a Titan Attack. You may use such abilities in either of the 
windows, but not in both. (E.g. Titans may use Pushback X in either 
the first or second ability window but not in both). 


Constant abilities that do not have a specific timing condition are 
called passives and provide a passive ongoing effect (such as **1 
Precision,” “Ranged 2—4" etc.). 


Example: The Labyrinthauros moves through a space occupied by 
Philoctera, triggering the Tumble ability on her Smelted Breast- 
plate @ card. She passes the Tumble roll and does not suffer 


Crash! Later in the same Primordial Round, the monster moves 
through her space one more time! Since Tumble has no cost and is 
a passive ability, she will then attempt to avoid Crash again. 


KRATOS TABLE ABILITIES 


Kratos Table abilities are a unique ability type, represented by icons 
in the Kratos Tables. You can find an overview of the symbols used 
in each Kratos Table on the back of the corresponding Titan Sheet 
or Pattern card. Similarly to constant abilities, Kratos Table abili- 
ties do not have a cost, but they are resolved slightly differently. 


Most Kratos Table abilities modify your Attack, either by giving you 
access to additional keywords (like {9 ог [Ed or unique powerful 
effects, such as i). 


Kratos Table icons representing keywords should be treated as 
such (they can stack with keywords from other sources, see Stack- 
able Keywords, p. 63). 


Each Kratos Table ability is gated by your current €) level. As you 
gain О, you unlock more powerful abilities and effects. 


You can apply bonuses from each Kratos Table level equal to or 
lower than your current C). 


Most Kratos Table levels give you a choice of two options. These 
are always exclusive: If you decide to apply one of these options, 
you cannot apply the other. Note: Some options may include more 
than one effect. Kratos Table symbols that are linked with a “+” 
symbol are both part of the same option. 


In this example, the player can choose to either use Break 1 and 
Motivate 1 or to use Power Re-roll 1. 


You must always make as much use of your Kratos Table as possi- 
ble. When you reach the second ability window of your Attack, you 
must apply relevant effects from each level of the Kratos Table that 
is still available. Remember: If an ability text says that ^you may" do 
something, it is never forced. You can apply this ability, then decide 
not to resolve its effect. 


KRATOS TABLE GOLDEN RULE 


You do not have to use any of your Kratos Table abilities until 
you reach the second ability window, at which point you must 
activate all applicable effects from your Kratos Table (1 option 
per level) that are still available. 


Example: Herodotus has 5 C), which means that the player has 
access to quite a few abilities and effects! They attack and hit 
the Primordial. In the first ability window, they decide to activate 
Pushback 1 from Kratos level 4. 


Then, they gather their Power Dice Pool, adding an additional 
red die from Kratos level 5. They perform a Power Roll and gain 
a Power Re-roll 1 from Kratos Level 2. If they haven't used the 
Pushback ability, they could have gained an additional Power Re- 
roll 1 from Kratos level 4, effectively making it Power Re-roll 2 
(according to Stackable Keywords rule). 


However, the player decides that they are satisfied with their Pow- 
er Roll results and don't re-roll anything: Power Re-roll X is not 
forced (its description says that “you may" re-roll your dice) so 
they can choose to activate it, then decide not to resolve its effect. 


Finally, they reach the second ability window and apply any re- 
maining available effects: they choose to resolve Opening 1 and 
Break 1 from Kratos levels 1 and 3 to place 1 Opening token and 
1 Break token in the Kratos Pool. 


NAMED ABILITIES 


The text of some abilities is preceded by an ability name (e.g. 
Sacrifice, Reflex) and, optionally, a subtype, preceding their name 
(such as Advanced Reflex, Superior Jump, etc.). 


You cannot use multiple abilities with the same name at the same 
time (unless they are stackable keywords, see p. 63). For example, 
you cannot use a Reflex ability and an Advanced Reflex ability in the 
same window of opportunity (see Window of Opportunity, p. 43). 


You can use multiple active abilities with the same name during 
a single Round, provided that they come from different game el- 
ements (as each single active ability can only be used once per 
Round). 
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Example: The Gamechanger has a Titan ability named Advanced 
Reflex, as well as a lapetus Lifeguard % card with a Reflex abil- 
ity. Even though one of them has a subtype (Advanced), while 
the other doesn't, they are still named the same and as such they 


cannot both be used in the same 9. The Gamechanger has to 
choose which one to use. If, however, there is another % in the 
same Round, the player controlling the Titan may choose to use 
the other ability. 


GATED ABILITIES AND EFFECTS 


Many abilities and effects of € cards, as well as Mnemos cards, 
Titan Sheets and other game elements, unlock when some other 
requirement is met, usually having an appropriately high level of 
Danger À. For details see p. 46. 


PRIMORDIAL ABILITIES 


Restrictions pertaining to ability usage do not apply to Primordials. 
Resolve Primordial abilities each time you are instructed to do so 
by an Al or BP card, Trait or any other game element. All abilities 
on BP and AI cards are resolved by the Primordial against a Ti- 
tan—the Target (in case of an Attack) or the Attacker (in case of a 
Response)—unless explicitly stated otherwise. 


EXHAUSTING, DISCARDING AND REMOVING 


Many effects will instruct you to exhaust, discard, or remove an 
element. Generally exhausting is a temporary effect, whereas dis- 
carding is more permanent. Removing (or archiving) a game ele- 
ment from the game means returning it back to the game box. It will 
not be used again, unless explicitly stated otherwise. 


EXHAUSTING 


When instructed to exhaust a card, you should turn it 90 degrees 
to the right to denote it. It is still treated as equipped on your Ti- 
tan or Argonaut but you cannot use it as an active weapon, use its 
defensive statistics nor activate any of its abilities except effects 
triggered by exhaustion (e.g. “if exhausted") or effects resulting in 
it unexhausting (e.g. “When you are knocked down, unexhaust this 
card”). Note: Passive abilities (such as Ranged 2-4 or +1 Precision) 
are ongoing, therefore they remain in effect even if a card they are 
printed on is exhausted. Similarly, ¢ traits are always active. 


Cards remain exhausted until they are unexhausted by another 
effect (see below). 
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Exhaust example 


Some game elements other than cards may instruct you to exhaust 
them. In that case, you only exhaust that specific game element. 
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For example, if exhaust PS is a cost of a Titan ability described on 
a Titan Sheet, you should exhaust only this ability. Place a generic 
token on this ability as a reminder that it is exhausted, but that it 
does not invalidate any other Titan abilities or the Kratos Table. 


All game elements remain exhausted until they are unexhausted by 
another effect (see below). 


UNEXHAUSTING 


Each Argonaut may spend their movement action €3 or combat 
action 6) to unexhaust all exhausted equipped game elements 
(€ cards, Mnemos cards, Titan abilities and so on). Some other 
game effects may also allow you to unexhaust some or all of your 
game elements. 


EXHAUSTABLE GFAR 


Some game effects refer to Exhaustable Gear. This category in- 
cludes all & cards with the Cumbersome keyword or with active 
abilities that include ~ as their cost. 


DISCARDING 


When a game instructs you to discard a token, place it back in the 
token pool. 


When instructed to discard a & or Mnemos card, flip it facedown. 
It is unusable until the end of this Battle and it is not treated as 
equipped by your Titan or Argonaut. It is not, however, perma- 
nently removed from the game — it remains in the Argo Armory (in 
case of @ cards) or assigned to your Argonauts (in case of Mnemos 
cards) and can be used in future Battles. 


REMOVING ELEMENTS (ARCHIVING) 


When instructed to permanently remove an element from the 
game, place it back in the game box. It will likely not be used in 
your current playthrough, unless a future effect explicitly refers to 
this element. Permanently removing an element may sometimes be 
referred to as Archiving a game element. 


Sometimes you may be instructed to remove an element for a spe- 
cific duration. In such case, set it aside and keep it separate from 
other game elements for this duration. For example, when instruct- 
ed to remove an element from a Battle, it is removed from this 
Battle only but will be used in consequent Battles against the same 
Primordial. 


Similarly, if an Exploration card is removed until the next Timeline 
Battle, it should be removed from the Exploration deck, then shuf- 
fled back into it in the next Timeline Battle’s Aftermath (as prompt- 
ed in the Battle Scenario). 


Note: Permanently removing an element from the game is a ex- 
tremely rare occurrence and will always be specifically referenced. 
If the effect does not explicitly state that an element should be per- 
manently removed from the game, it isn’t. 


FATIGUE 

Some powerful abilities and effects may require you to gain a 
movement action Ө or combat action Ө Fatigue token. As long 
as you have a Fatigue token, you can use the corresponding ac- 
tion only to discard this token. This is the only way to discard this 
token. 


You cannot gain a Fatigue token if you already have one. After you 
discard a Fatigue token, if you have any actions remaining, you can 


perform them as normal. 
Combat Fatigue 


Movement Fatigue 
token token 


KEYWORDS 


A keyword is an ability which conveys specific common rules. Each 
keyword has its own rules which can be found on the keyword list 
below. These are all named abilities and follow all of the rules and 
restrictions of named abilities. 


STACKABLE KEYWORDS 


Abilities do not usually stack (for example, if you have the Dead- 
ly keyword on your weapon and gain it from another source, you 
cannot use both of them to roll two additional Crit dice). There 
are, however, some abilities that do stack: unless the ability text 
says otherwise, every keyword followed by a number is a stackable 
keyword. 


You may activate several stackable keyword abilities with the same 
name at the same time. Their effects then add up and “stack.” For 
example, two separate Opening 1 abilities would effectively be the 
same as Opening 2. 


Keywords that are not followed by a number do not stack. 


KEYWORDS LIST 


The following list contains keywords common to all Cycles of Aeon 
Trespass: Odyssey. Keywords that are introduced in a specific Cy- 
cle will be described in that Cycle's Storybook. All of these are ref- 
erenced in the Master Index (see p. 76). 


Ambrosia Limit X/+X: Your Ambrosia Limit becomes X or is in- 
creased by +X. Note: Ambrosia Limit X does not stack, but all +X 
bonuses are cumulative. 


Ascended: This € ignores Power Level penalties (irrelevant in Cy- 
cle I). 


Attack Re-roll X: During an Attack Roll, you may re-roll up to X 
Attack dice with no additional cost. Remember that you can only 
re-roll each die once, regardless of the re-roll source. 


Auto-break X: During the first ability window, place X Break tokens 
in the Kratos Pool (see Break X keyword). 


Block X: While performing an Evasion Roll, treat X successful hits 
as evaded. 


Break X: During the second ability window, place X Break to- 

kens in the Kratos Pool. During the Power Roll step, each 
Break token in the Kratos Pool allows the attacking Titan to turn 1 
А symbol into 1 i 


Bypass: You may move through other Titans. You cannot end your 
voluntary movement on a space occupied by another Titan. 


Carving X: When you wound the Primordial, test Wisdom (8+). On 
a success, you immediately gain X additional non-Core Primordial 
resources from that BP card. Note: These resources are not multi- 
plied by the Primordial level. 


Commit: To attack with this weapon, gain +1. 


Crash: The Titan subjected to Crash gains +1 À and suffers Knock- 
down. A Titan suffers Crash each time a Primordial moves onto or 
through its space, as well as when any effect forces it to move onto 
a space with an Obstacle Terrain tile or places an Obstacle Terrain 
tile on its. 


Cumbersome: During the second ability window, if you successfully 
wounded with this weapon, exhaust it. Treat it as a voluntary exhaust. 


Deadly: During an Attack Roll, replace one of your regular Attack 
dice with an additional Crit die. If you roll only one Attack die, you 
gain a Crit Chance on a natural 9—10 result instead. 


Displace: Move the displaced target to an empty space adjacent to 
its current position. If a Titan is displaced and there is no space it 
can be legally displaced to, it dies instead. 


Diversion: During the second ability window, place a Diver- 
sion token in the Kratos Pool. An attacking Titan may use a 


Diversion token from the Kratos Pool to ignore 
Fail Responses until the end of their Attack. 


Dodge: When you are about to resolve an Evasion 
Roll, gain +1 Evasion bonus 2% for this roll. 


Diversion token 
Doomed: During this Primordial Attack, Titans 


cannot re-roll the Evasion Roll or Judgement Test 

using W. 

Elation X: During the second ability window, you may discard 
X Despair tokens or Ambrosia tokens to place X Opening to- 

kens in the Kratos Pool (see Opening X keyword). 


Escalate X: Escalate X lowest level BP cards (remove each one 
from the BP deck and shuffle in a card one level higher), one at a 
time. Then do the same for the AI deck. Do not look at the removed 
cards. 


Frontlines: If your Titan is dead, at the End of Battle roll a d10. 
On a ‘1’, your Argonaut dies as well. 


Heal: Take the top card from the Wound Stack and remove it from 
the Battle. It does not count as a Wound and does not provide re- 
sources at the end of the Battle. 


Heartseeker: During the Draw BP card step of the Attack, you 
may look at the top two BP cards and choose which one to 
attack. Shuffle the other card back into the deck. 


Hide: If you are not in front of the Primordial, you may activate this 
ability at the end of your turn to become Hidden. If you have the PT 
token, pass it to the Titan with the highest Rage Q other than you. 
As long as you are Hidden, you have +1 Evasion and +1 Precision. 
You stop being Hidden if you move in front of the Primordial, gain 
the @ Priority Target token, after the second ability window of 
your Attack or at the end of your next turn. Place a generic token 
on the game element granting you Hide as a reminder. 


Knockback X: See box. 


KNOCKBACK 2 X 


Move the affected miniature X spaces directly away from the 
source of Knockback in a straight line (or in a specified direction 
in case of directional Knockback; see examples on the next page). 


+ If Knockback is caused by a Primordial Attack, it affects the 
Target only if it is within the Attack’s effective range (adjacent 
for normal Attacks, in the designated zone for Zone Attacks, 
within X spaces for Ranged X Attacks, etc.). 


If Knockback is caused by a Primordial Response, it affects 
the Attacker only if they are within adjacency. 


Knocked back Titans ignore all Terrain tiles they move 
through except Obstacles. 


If a Titan would be forced to move through a Destructible Ob- 
stacle Terrain tile, stop its movement, remove the Terrain tile 
from the Battle Board and place the Titan in its space, then 
the Titan suffers Crash. 


If a Titan would be forced to move through an Indestructible 
Obstacle, it stops on an adjacent space right before the Ob- 
stacle, then suffers Crash. 


Knocked back Primordials can move through any Terrain tiles 
and miniatures without hindrance. They destroy any Terrain 
tiles (except Indestructible) they move through and cause 
Crash and Unavoidable Knockback to Titans as normal. 


Titan Timing: Titans may use the Knockback X keyword dur- 
ing either the second ability window. 


If the affected miniature is knocked back into a Board Edge, it 
continues to move along the edge, if possible, away from the 
source of Knockback. 
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Example: Knockback. The affected miniature must move 
in a straight line, directly away from the source of Knockback. 


Example: Ulyssea suffers Knockback 3. When a Titan is knocked back 
into an Obstacle, it must stop on the Obstacle space (if Destructible) or 
adjacent to it (if Indestructible). Then it suffers Crash. 


Example: Knockback to the left. Specific Knockback direction 
overrides regular rules. 


Knockdown: Gain the Knockdown Condition card, Falling down 
side up, and place your miniature on the side. Follow the rules of 
the Condition card. If Knockdown is caused by an Attack, it affects 
the Target only if it is within the Primordial's effective range (ad- 
jacent for Melee Attacks, in the designated zone for Zone Attacks, 
within X spaces for Ranged X Attacks, etc.). If it's caused by a Re- 
sponse, it affects the Attacker only if they are within adjacency. 


Knockdown is a special Condition. When you get knocked down, 
you put your miniature on its side and take a Knockdown (falling 
down) card. While you have the Knockdown (falling down) card, 
you cannot perform any actions, reactions or free actions, unless 
stated otherwise. At the end of your next turn, you flip the card to 
the Knockdown (standing up) side. All Titans with a Knockdown 
(standing up) card stand up at the start of their next turn. If for 
whatever reason this card is discarded, stand up too. 


Example: When a Titan is knocked back into the Board Edge 
it continues to move along the Edge, away from the source 
of Knockback (if possible). 


Lifeline: When you are about to die from falling into a Chasm 
space, displace instead. Alternatively, when you are about to die 
from falling from a Boundless Board Edge, stop adjacent to it. This 
ability can be used even if knocked down or otherwise prohibited 
from using active abilities. 


Lumbering: Cannot be involuntarily moved. 


Motivate X: During the second ability window, choose anoth- 

M er Titan. That Titan may move up to X spaces. If this keyword 
stacks, you can use each stacking instance on a separate Titan (i.e. 
you may use Motivate 1 from two sources to move one Titan twice 
or to move two Titans, one space each). 


Opening X: During the second ability window, place X Open- 
МУ ing tokens in the Kratos Pool. During the Attack Roll step, 
each Opening token in the Kratos Pool adds *1 to the result of 


Example: Knockback 4 to the left. When a Titan is knocked back 
into another Titan, the other Titan is displaced (according : 
to involuntary movement rules). each die. 
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mS) Overbreak X: During the second ability window, if your Total 
Power exceeds @ by 1 or more, place X Break tokens in the 
Kratos Pool (see Break X keyword). 


Peril: You must make this decision on your own. Do not consult 
other players. 


Titan Possession: Once you equip this Gear € card on a Titan, 
you have to equip it on this Titan for every subsequent Battle. You 
may, however, junction this Titan with a different Argonaut. Possi- 
ble subtypes: 


+ Argonaut Possession: This Gear must be always equipped on 
any Titan controlled by this Argonaut in every subsequent Battle. 


Unique: There can be no more than one instance of a unique card 
in play or in the Argo Armory at any given time. Other game ele- 
ments may interact with this keyword. 


Provoke: During the first ability window, gain the @ Priority 
Target token and turn the Primordial to face you. 


Power Re-roll X: During the Power Roll step of an Attack, you 
=@ may ге-го up to X Power dice. Remember, you cannot re-roll 
Power dice using W. 


Pull X: Pull the target towards you X spaces. See box. 


Move the affected miniature X spaces towards the source of the 
Pull, along the shortest possible path (see examples in Primordial 
Movement section, p. 38). 


* Other miniatures: The affected miniature can move through 
spaces occupied by other miniatures. 


+ Terrain: The affected miniature must resolve the effects of 
any Terrain tiles it moves through. 


+ Destructible Obstacles: If a Titan is about to be pulled into a 
Destructible Obstacle (e.g. a Column), remove the Terrain tile 
from the Battle Board, the Titan suffers Crash, then continue 
the Pull. 


+ Indestructible Obstacles: If a Titan is about to be pulled into 
an Indestructible Obstacle, it suffers Crash and continues to 
move along the Obstacle's edge along the shortest possible 
path towards the Primordial. 


+  Adjacency: If the affected miniature is or becomes adjacent 
to the source, the Pull does not end. Instead, move the source 
directly away from the affected miniature the remaining 
number of spaces, then finish the Pull. The source follows 
the rules of voluntary movement (i.e. Pulling Primordials can 
move through Obstacles and other miniatures, but Pulling Ti- 
tans cannot). 


* Titan Timing: Titans may use the Pull X keyword during ei- 
ther the first or second ability window. 


Pushback X: Push the target in front of you X spaces, moving 
along with it. See box. 


PUSHBACK A א‎ 


Turn the source towards the affected miniature. Then, move X 
spaces in the direction of the affected miniature, pushing it in a 
straight line. 


* Other miniatures: Pushed Titans can move through spaces 
occupied by other miniatures. If a Titan ends involuntary 
movement on a space with another miniature, the other min- 
iature is Displaced. 


Terrain: The affected miniature must resolve the effects of 
any Terrain tiles it moves through. 


Shortest path: If the affected miniature is not adjacent, move 
the source in its direction along the shortest possible path 
(see examples in the Primordial Movement section, p. 38). 


Destructible Obstacles: If a Titan is about to be pushed into a 
Destructible Obstacle (e.g. a Column), remove the Terrain tile 
from the Battle Board, the Titan suffers Crash, then continue 
Pushback. 


Indestructible Obstacles: If a Titan is about to be pushed into 
an Indestructible Obstacle, displace it to an adjacent space 
that would allow the Primordial to continue movement onto a 
space previously occupied by the Titan, then continue Push- 
back. If displacement is impossible, the Titan dies and, once 
the Primordial has moved into the space formerly occupied 
by the targeted Titan, the Pushback stops. 


Board Edge: If a Titan or Primordial is about to be pushed 
into the Board Edge, it is displaced to an adjacent space in a 
way that would allow the source of Pushback to move onto 


a space previously occupied by the affected miniature, then 
continue Pushback. If displacement is impossible, the Titan 
dies and the Pushback stops. 


Titan Timing: Titans may resolve the Pushback X keyword 
during either the first or second ability window of their Attack 
or when specifically instructed to resolve it immediately. 


The Titan is pushed back and reaches the Board Edge. Since the Push- 
back has not been fully resolved yet, it must be displaced in a way that 
will allow the Hekaton to continue the Pushback along the Board Edge. 
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When a Titan is pushed back into a Column, it suffers Crash, 
gaining 1 (X and suffering Knockdown. The Column is destroyed 
and the Hekaton continues pushing the knocked down Titan until the 
Pushback is fully resolved 
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Ulyssea is pushed back into a red line, which is an Indestructible 
Obstacle. There are no adjacent spaces she can be legally displaced 
onto that would allow the Hekaton to move onto her space and 
continue the Pushback, so she dies instead, crushed by the Primordial. 


Ranged X-Y: To attack with this weapon, you must be at least X and 
up to Y spaces away from your target. This keyword is not stack- 
able. 


Reach X: You may attack from up to X spaces away. This keyword 
is not stackable. 


Reflex: Move up to 1 space. Possible subtypes: 
Advanced Reflex: Move up to 2 spaces. 
Superior Reflex: Move up to 3 spaces. 


Reposition X: During the second ability window, you may move 
up to X spaces. 


Restricted (Trait): You can equip only one ¢ card with the follow- 
ing trait per Titan 

Reinforce X: When you are about to resolve an Armor Roll, add X 
red dice to your Armor dice pool. Possible subtypes: 


Advanced Reinforce X: When you are about to resolve an 
Armor Roll, add X black dice to your Armor dice pool. 


Superior Reinforce X: When you are about to resolve an Ar- 
mor Roll, add X white dice to your Armor dice pool. 


+ Rocksteady: When you are about to suffer Knockdown, you 
may use this ability to ignore it. 


Rush: Move with +1 4 and Melee/Reach Attack with Auto-break 1. 
You must move at least 3 spaces and reach your target via the 
shortest possible path. Possible subtypes: 


+ Improved Rush: Move with +2 a and Melee/Reach Attack 
with Auto-break 1 and *1 Precision. You must move at least 
3 spaces and reach your target via the shortest possible path. 


Sacrifice: During the first ability window, you may gain +1 À to 
place one Break token in the Kratos Pool (see Break X keyword). 


Scale: When you are about to perform a test to climb a Vantage 
Point, automatically succeed at that test instead. 


Second Chance: After you draw a Trauma or Obol card, you may 
ignore its effect and discard it. Draw and resolve another card from 
the same deck (note: a discarded Obol is immediately shuffled back 
into the Obol deck). You cannot ignore the second draw in any way. 
This ability can be used even when knocked down or otherwise 
prohibited from using active abilities. 


Solace: Discard a Mind Condition card or a Despair token from 
yourself or an adjacent Titan. 


Spotlight: During the first ability window, if you have the @ Prior- 
ity Token token, gain +1 EJ for this Attack. 


Stalwart: When you are about to suffer Knockback, you may use 
this ability to ignore it. 

Suppress: Shuffle the discard pile denoted by the subtype into the 
appropriate deck. Possible subtypes: 


* BPSuppress: Shuffle the BP discard pile into the BP deck. 
* AlSuppress: Shuffle the AI discard pile into the AI deck. 


Tireless: When you are about to activate the Cumbersome 
9^9 keyword, you may ignore it. 


Tumble: When you are about to suffer Crash, roll a d10. On a 6+ 
ignore it. 


Vault: If you're adjacent to the Primordial, place your minia- 

ture on an empty space in a straight line from you, on the op- 
posite side of the Primordial, adjacent to it. A Titan may use this 
ability in either the first or second ability window. Possible sub- 
types: 

+ Forced Vault: If you're adjacent to the Primordial, place your 
miniature on a space in a straight line from you, on the oppo- 
site side of the Primordial, adjacent to it. Treat as involuntary 
movement. If you would have to end this movement outside 
the Board Edge or on an Indestructible Obstacle Terrain tile, 
you die instead. 


Vault example 


TERRAIN 


Battles don’t happen in a void. The places you face off with the 
Primordials matter a great deal. For the Argonauts, the more des- 
olate a battlefield, the better. A Siren Shell Terrain tile may provide 
a hiding place and a Column Terrain tile is an ideal trap to push the 
Primordial into. But the monsters are drawn to mortal settlements, 
like Cities, where they can do the most harm. 


Terrain is set up as part of every Battle Scenario (see scenario di- 
agrams), but other game elements may also introduce additional 
Terrain tiles to the Battle Board. Hub adventures add Adventure 
Terrain (see Adventure Terrain, p. 31), while some other adven- 
tures and game effects may instruct you to place additional Terrain 
tiles at the start of the next Battle. If any effect instructs you to add 
Terrain to a Timeline Battle, note it on the Timeline. 


Terrain card 


BASIC TERRAIN RULES 


Terrain Tiles are made of spaces. Unless stated otherwise, you re- 
solve a tile effect when entering the first space of a tile. A tile does 
not block LoS to itself (just like a miniature). 


PLACING AND REMOVING TERRAIN IN BATTLE 


Terrain tiles can also be placed or destroyed during Battle as a re- 
sult of various effects. 


When a Terrain tile is destroyed, simply remove it from the Battle 
Board. 

When a Terrain tile is placed, put it in on the indicated spaces on 
the Battle Board. If all the Terrain tiles of this type are already on 
the board, remove the tile furthest from the Primordial, then place 
it on the indicated spaces. 


TERRAIN PLACEMENT ON OTHER TERRAIN 


When a Terrain tile is placed on a space occupied by another Ter- 
rain tile: 


+ If the other tile has the Indestructible trait, you cannot place 
anything on top of it. Ignore this new tile placement. 


+ Та! other cases the other Terrain tile is destroyed before you 
place the new tile. 
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TERRAIN PLACEMENT ON A TITAN 
When a Terrain tile is placed on a space occupied by a Titan: 


If the tile has the Obstacle and Destructible keywords, it is de- 
stroyed and the Titan suffers Crash. 


If the tile has just the Obstacle keyword, the Titan suffers Crash 
and is Displaced to an adjacent space in a way that would allow 
the tile to be placed without overlapping. If there is no such 
space, the Titan cannot be legally Displaced and dies. 


In all other cases the Terrain tile is simply placed underneath 
the Titan miniature and this Titan must immediately resolve 
this tile's effects (if any) as if it had just moved onto it. 


TERRAIN PLACEMENT ON PRIMORDIAL 
If a Terrain tile is placed on a space occupied by the Primordial: 
If the tile has the Indestructible trait, it is placed as normal. 


In all other cases the Terrain tile cannot be placed. Ignore this 
tile placement. 


TERRAIN ABILITIES 


In a similar way to Titans and Primordials, Terrain tiles possess var- 
ious abilities that may greatly influence the course of the Battle. 
Some of them are represented by Terrain traits and their effects 
are explained in this section. All of these abilities are forced and 
must be resolved each time they are triggered unless explicitly 
stated otherwise. If an ability has no trigger, its effect is constant 
and always active as long as this tile is present on the Battle Board. 


TERRAIN TRAITS LIST 


The following list contains Terrain Traits common to all Cycles of 
Aeon Trespass: Odyssey. Traits that are introduced in a specific 
Cycle will be described in that Cycle's Storybook. All of these are 
referenced in the Master Index (p. 76). 


Ambrosia: When a Titan ends its movement on this tile, voluntarily 
or not, it gains 1 Ambrosia token. If a Titan starts its turn on this 
tile and doesn't move until the end of this turn, it gains 1 Ambrosia 
token. If a Titan moves through this tile, but does not end its move- 
ment on it, roll a d10. On a 6+, gain 1 Ambrosia token. 


Board Edge: This tile functions like the Board Edge (see Board 
Edge on p. 33), reducing the play area of the Battle Board. 


Boundless: You cannot voluntarily move onto this tile. If you would 
be forced to move onto or beyond this tile or Board Edge, you die. 


Chasm: Titans cannot voluntarily move through Chasm spaces. If a 
Titan ends their movement on a Chasm space, it dies. If it is pushed 
back or pulled through a Chasm space, it dies. If a Chasm tile is 
placed under a Titan, it dies. Note: Titans do not die from moving 
over a Chasm during Knockback unless they end their movement 
on it. 


Cover: Titans on this tile have +1 Evasion X í 


Destructible: When a Titan is involuntarily moved onto this tile, 
the tile is destroyed. Note: If a Titan is knocked back, it ignores 
non-Obstacle Terrain tiles it moves through. Therefore, it will not 
destroy a Destructible tile unless it ends its movement on it. Pos- 
sible subtype: 


Reinforced Destructible: When the Primordial moves onto this 
tile or a Titan is involuntarily moved onto it, flip this Terrain tile 
and corresponding Terrain card. It then becomes Destructible. 


Exposed: If the Primordial stands on this tile, it has -1 ДР. 


Indestructible: This Terrain tile cannot be destroyed in any way. It 
invalidates Terrain placement on top of it. 


Inhabited: Apply any bonuses and penalties listed on the Terrain 
card based on your Diplomacy Score with the Local Faction. If this 
Terrain tile is destroyed, lose -1 Diplomacy with the Local Faction. 


Labyrinth: Red lines on these tiles should be treated as Obstacles. 
Connecting Labyrinth tiles are considered a single Terrain tile. See 
detailed rules in Cycle I Storybook. 


Obscuring: This tile blocks Line of Sight. 


Obstacle: Titans cannot move through Obstacles. Many move-like 
abilities interact with Obstacles. See Knockback, Pushback and Pull 
in the keywords list section on p. 63. 


Trap: This tile has special interactions with the Primordial, listed 
on the Terrain card. 


Treasure: This tile has special interactions with Titans, listed on 
the Terrain card. 


MNESTIS [HEATRE 


Warning: This section contains spoilers! If you want to preserve 
your fun, read this section only after you gain access to the 
Mnestis Theatre Technology in the campaign! 


WHAT 18 THE MNESTIS THEATRE? 


The Mnestis Theatre is a special place, both in-world, onboard the 
Argo, and for Aeon Trespass: Odyssey as a game. You will develop 
the Mnestis Theatre towards the end of Cycle I: Truth of the Lab- 
yrinth as a means to an end. But those means will quickly outgrow 
that end and you'll find yourself coming back to the Theatre for 
more and more. 


The Mnestis Theatre is a location, a theatre of memories. It can 
show you your past in vivid detail, but it can also create visions of 
possible futures based on the roads not taken. The Mnestis The- 
atre has its own, hidden story spread throughout all Cycles. It will 
serve as a place of reflection and self-actualization for the Argo- 
nauts. It will also allow you to delve into alternate *dream realms" 
to face higher level, more powerful and more deadly versions of 
the Primordials you've defeated before. 


The Mnestis Theatre is a special game mode that allows you to test 
your mettle against powerful variants of the Primordials encoun- 
tered in your campaign of Aeon Trespass: Odyssey. It is designed 
to be the ultimate challenge. To triumph, you will need to use all 
the tools at your disposal and exploit every weakness in the Pri- 
mordial's defense. 


Although it may seem real at first glance, everything that happens 
in the Mnestis Theatre is just a “simulation”—a play of sorts—that 
allows your Argonauts to relive their combat encounters and take 
part in simulated scenarios through the eyes of make-believe per- 
sonas they create for themselves. 


Important: The Mnestis Theatre is a bonus game mode and is 
not needed to complete the game! Though it will offer ascending 
materials you can use in your campaigns, the game is balanced 
without them, thus they are not required to beat any of the Cy- 
cles! No grinding in Aeon Trespass: Odyssey! 


ACCESSIBILITY 


The Mnestis Theatre is a game mode separate, but not complete- 
ly disconnected, from the main campaign. In the Theatre, you can 
only battle Primordials from the Cycles that you have already 
completed. Furthermore, you only have access to &, Mnemoses, 
Argo Abilities and Titans that you have unlocked in your campaign 
or in the Mnestis Theatre (see Mnestis Loadouts on p. 70). 


The main way to experience the Mnestis Theatre is through the 
Tree of Knowledge, which further restricts your battle choices by 
creating a sprawling, tailored progression path through the many 
Primordial encounters and levels. 


However, the good news is that you do not suffer any consequenc- 
es of Mnestis Battles—you do not lose Titans, gain ÁN or risk per- 
manently losing your € or Mnemos cards. You also do not gain Ӯ, 
Mnemos nodes or normal Primordial resources! No effects or 
game elements carry over from the Mnestis Theatre to your cam- 
paign unless explicitly stated. 


MNESTIS BATTLES 


In the Mnestis Theatre, you'll be fighting more powerful versions of 
normal Primordials. Specifically, Levels 5 to 9 of Regular Primor- 
dials, and Levels 2 to 9 of Boss and Adversary Primordials. If you 
tackle them through the Tree of Knowledge, you will also gain their 
unique rewards (only once per Primordial per Level!): ascending 
materials, ascended Cores and Mnestis Gear! 


TREE OF KNOWLEDGE 


The Tree of Knowledge (see on p. 74-75) is the intended way to 
experience the Mnestis Theatre. It’s a branching inverted “tower” 
of Battles. Whenever you beat a given Battle for the first time, you 
get its Mnestis rewards, mark it as completed and unlock one or 
more connected Battles. Remember: All Primordials from a given 
Cycle are locked in the Mnestis Theatre until you actually complete 
that Cycle! 


Note that some Mnestis Battles are locked by more than one other 
Battle. You can access such a Battle only if you have won all the 
preceding Battles! 


UNLOCKING ADVERSARIES 


For the purposes of unlocking Primordials, treat the Hermesian 
Pursuer as a Cycle I Primordial and Burden as a Cycle II Primordial 
(e.g. you can only choose to battle the Hermesian Pursuer level III 
if you have won the Temenos level II and Labyrinthauros level VI 
Battles and only if you have already finished Cycle I). 


CUSTOM BATTLES 


Alternatively, you can just play any Battle, with any encountered 
Primordial, at any level you've unlocked, using any combination of 
Gear, Mnemoses and Titans you gained access to in the campaign. 
In other words, you play a custom game. 


You can even battle lower level Primordials. Always wanted to 
stomp that Level 1 Hekaton with Cycle III endgame gear? Well, now 
you can. 


However, only progression through the Tree of Knowledge 
grants you Mnestis rewards. This means that, although you can 
play a custom battle for the fun of it, you will not get any rewards 
from it: not only the normal ones, that are not available in Mnestis 
Theatre from the onset, but also no Mnestis resources, no Loot 
drops, no Mnestis Gear. Nothing! 


GENERAL MNESTIS THEATRE RULES 


These are the cardinal rules of the Mnestis Theatre all Mnestis Bat- 
tles follow. 


1. Nymphs are banned: Summonings are disabled for all Mnes- 
tis Theatre Battles. Although the Theatre is able to recreate 
almost everything, it struggles with the unknowable nature of 
the Nymphs. 


2. Available assets: You have access to all Argo Abilities, Gear, Ti- 
tans and Mnemos cards that you unlocked during the course 
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of your campaign with the exception of game elements marked 
with the *Mnestis Prohibited" tag (see Mnestis Loadouts). Of 
course, you also have access to everything you've unlocked so 
far through the Tree of Knowledge. 


З. No consequences (nearly): Nothing that happens in the Mnes- 
tis Theatre carries over to your current campaign unless specif- 
ically stated otherwise. 


4. No holds barred: Note that the Mnestis Theatre is designed to 
be a ruthless experience. Death is rampant here. Use the Mnes- 
tis Sheet to track your dead Titans! 


5. Mnestis only rewards: Rewards from Mnestis Battles can only 
be used in Mnestis Battles. They are so powerful that they bor- 
der on broken... in the real world. In the Mnestis Theatre, they 
will be your lifeline instead! 


6. Unlimited Battles: There is no limit on the number of Mnestis 
Battles you can do back-to-back. In other words, if you so de- 
sire, you can pause your campaign and then go through all the 
available Battles in the Tree of Knowledge. However, you are 
limited by Primordial and Battle accessibility! For example, you 
cannot battle Cycle II Primordials until you actually complete 
Cycle Ш Also, there is little point in grinding Mnestis Battles, 
so if you hit a wall, you're better off continuing your campaign! 


7. Awakenings: Awakenings in the Mnestis Theatre are allowed 
and are not limited by your campaign progress. In other words, 
you can freely use all Godforms unlocked so far, even if you 
have used them up at your current point in the campaign. 


MNESTIS BATILE SETUP 


Mnestis Battle Setup is performed according to the normal rules, 
with the following exceptions. To begin a Mnestis Theatre Battle, 
resolve the following steps: 


Choose a Battle: Choose the Scenario you wish to play. You can 
either play a Scenario through the Tree of Knowledge in an attempt 
to earn unique rewards or replay a previously played Battle Sce- 
nario, for the fun and training of it! 


In the case of the Tree of Knowledge, you can only choose Battles 
that are not marked (you haven't won them yet), but that you have 
unlocked (all the preceding Battles leading into them are marked 
and you have completed that Primordial's Cycle). Use the Mnestis 
Sheet to to mark the Battles won through the Tree of Knowledge. 


In case of replaying a previously completed Battle, choose a Pri- 
mordial and decide which level you want to face. You can only 
choose a Primordial level if you have defeated it in your campaign 
or in the Mnestis Theatre. Note that these Battles do not grant 
you any rewards. 


Perform Battle Setup: Perform all normal preparations with the 
following exceptions: 


* For the duration of a Mnestis Theatre Battle, you are consid- 
ered to be in the Cycle that the Primordial you are battling with 
originates from. All global rules that govern this Cycle are ap- 
plicable! 


* Construct your Trauma and Moiros decks accordingly (substi- 
tute or remove cards specific to this Cycle). 


+ Choose any Argonaut Portrait cards and assign two unlocked 
Mnemos cards (see Mnestis Loadouts) to each of them, one on 
Level 2 (with 7 nodes), and one on Level 1 (with 3 nodes). Al- 
ternatively, play with any deceased or retired Argonaut (just 
don't tamper with their sheets!). 


+ Choose any four unlocked Titans and distribute them among 
the Argonauts. Then, choose any unlocked Є cards to equip 
(see Mnestis Loadouts). Note that any ascendancy rules do not 
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apply in the Mnestis Theatre. You can use unlocked ¢ from any 
Cycle with no additional penalties. 


+ Find your Technology with the highest Argo Support ability as 
normal, and choose the indicated number of Argo Abilities to 
use. Apply the Quantum Propylon Technology if you have it, 
regardless of the Cycle you're in. 


+ Donot mark any boxes on any of the Evolution Tracks or Battle 
Tracks. Ignore any special Victory Conditions. You can only win 
by slaying the Primordial. This is just a simulation. 


+ Use the Mnestis side of a Routine card (the one that says Mnes- 
tis Routine in its Attack Type). 


MNESTIS LOADOUTS 


In the Mnestis Theatre, you have access to all Titans, % cards, Argo 

Abilities and Mnemos cards that you unlocked during the course of 

your campaign: 

* Titans are unlocked if you have them in your Titan Stoa or 
possess a Breeding Technology that would allow you to breed 
them. 


+ 6 cards are unlocked if you have them in your Armory or if 
you possess the Production Technology that would allow you 
to craft them (you do not need to possess the necessary re- 
Sources but you need to possess all unique elements required 
to craft them, such as other ¢ cards). 


+ Mnemos cards are unlocked if you have them in your Mnemos 
Vault, assigned to your Argonauts or if you have already re- 
solved them. 


* Argo Abilities are unlocked if you have them in your Techno- 
logies deck. 


* Pattern cards are unlocked if you have them in your Gymnasion 
deck or they are equipped on any of your Titans. 


* Additionally, you have access to all Mnestis rewards. 


Exception: You can never use game elements with the “Mnestis 
Prohibited" tag in Mnestis Theatre. 


IT'SAMAKE-BELIEVE! 


Remember! This is just a simulation, smoke and mirrors, an 
elaborate play. Nothing that happens in the Mnestis Theatre 
carries over to your campaign unless explicitly stated other- 


wise. You do not lose Titans, gain Mnemos nodes or А ог suf- 
fer any other negative consequences of your Battles. Similar- 
ly, most positive effects and rewards are available only in the 
Mnestis Theatre. The most notable exceptions are Ascending 
Materials, Guaranteed Loot and the mysterious Skyseer 
Titan (if you have the Skyseer Expansion)... 


MNESTIS REWARDS 


The Mnestis Theatre may be an elaborate case of smoke and mir- 
rors, but it's much more than what you put in. Sometimes, it offers 
you something unique, extraordinary, not solely based on your 
previous experiences. These are Mnestis rewards. Remember: The 
use of Mnestis rewards is limited to the Mnestis Theatre, unless 
specifically stated otherwise. 


Whenever you win a Mnestis Battle through the Tree of Knowl- 
edge, you mark it and gain its rewards. This means you only get 
the rewards of a given Battle once (even across multiple campaign 
playthroughs!). Each of these Battles always gives you ascending 
materials, but some may also grant you unique rewards. 


CYCLE ASCENDING MATERIALS 


Once you win it for the first time, each Mnestis Battle in the Tree 
of Knowledge will reward you with one Cycle-specific ascending 
material. Each Cycle has a differently named ascending material: 


Labyrinthized Tears are awarded for Cycle I Primordials and will al- 
low you to ascend your Gear to Cycle II. Excavated Tears are award- 
ed for Cycle II Primordials and will allow you to ascend your Gear to 
Cycle III. Accursed Tears are awarded for Cycle III Primordials and 
will allow you to ascend your Gear to Cycle IV. 


ASCENDING COSTS 


To ascend Gear, simply choose any non-Unique € card and pay 
the corresponding ascending cost in ascending materials. Your & 
card is now ascended to the Cycle one higher than the Cycle from 
which you used the ascending material (e.g. you can use ascend- 
ing materials from Cycle I Mnestis Battles to ascend ¢ to Cycle II). 
Note it on the Argo Sheet or one of the Argonaut Sheets. There is 
no reason to ascend € from a higher numbered Cycle to a lower 
numbered one. Also note that you have to ascend a card to Cycle II 
before ascending it to Cycle III. 


Ascending doesn't grant any special abilities, but it allows you to 
ignore the ascendancy rules for that Cycle. It also grants a new trait 
to the Gear card (Labyrinthized for Cycle II, Excavated for Cycle III, 
Accursed for Cycle IV and so on). 


Gear cards from these Production Technologies cost one as- 
cending material to ascend: (I) Trireme Weapons, Trireme Armor, 
Trireme Ranged Weapons, Siren Armor, Advanced Trireme Weap- 
ons, Basic Support Equipment, (1) Lakonian Support Equipment, 
Temenos Armor, Temenos Weapons, Temenos Advanced Gear, 
Temenos Support Equipment, (IIl) Temporal Support Equipment, 
Nietzschean Armor, Nietzschean Reach Weapons, Nietzschean 
Weapons, Delphian Siren Armor, Delphian Siren Weapons, Hyper- 
time Oracle Sighting, Icarian Harpy Sighting. 


Gear cards from these Production Technologies cost two as- 
cending materials to ascend: (I) Hekaton Sighting, Labyrinthauros 
Sighting, Trireme Reach Weapons, Specialized Trireme Weapons, 
(II) Chimera Metastasios Sighting, Cyclonus Sighting, Experimen- 
tal Gear, War Support Equipment, (Ш) Sun Descendant Sighting, 
Atemporal Support Equipment, Black Ice Armor, Advanced Trans- 
forming Weapons, Argoline Transforming Weapons. 


Gear cards from these Production Technologies cost three as- 
cending materials to ascend: (1) Hekaton Autopsy, Labyrinthauros 
Autopsy, Smelted Gear, Advanced Support Equipment, (Il) Metal 
Weapons, Relief Gear, Chimera Metastasios Autopsy, Cyclonus Au- 
topsy, (Ш) Monomythological Support, Hypertime Oracle Autopsy, 
Icarian Harpy Autopsy, Helios Fanatics Equipment, Apostate Ar- 
mor. 


Gear cards from these Production Technologies cost four as- 
cending materials to ascend: (1) Hekaton Live Study, Labyrinthau- 
ros Live Study, Temenos Sighting, (Il) Cyclonus Live Study, Chime- 
ra Metastasios Live Study, Nietzschean Meeting Study, Cyclopean 
Gear, Spartan Weapons, Spartan Advanced Weapons, Cyclopean 
Advanced Gear, (III) Hypertime Oracle Live Study, Sun Descendant 
Partial Autopsy, Icarian Harpy Live Study, Sun Descendant Live 
Study, Helios Fanatics Light Weapons, Apostate Weapons. 


ASCENDED CORES 


Ascending Unique Gear cards is a lot harder, but still doable! To as- 
cend a Unique Gear card, you need to use one appropriate Ascend- 
ed Core (а Labyrinthized Ascended Core to ascend from Cycle I to 
Cycle П and so on). Ascended Cores are guaranteed rewards from 


some of the Battles in the Tree of Knowledge (see p. 74). 


GUARANTEED LOOT 


Sometimes a Mnestis Battle will reward you with Guaranteed Loot. 
Guaranteed Loot is the loot you can gain from the Primordial BP 
cards. If a Mnestis Battle instructs you to gain a Guaranteed Loot 
card, gain a random card from the list below corresponding to the 
Primordial you fought. That’s your guaranteed loot! 


Hekaton: 
* Shieldblade (Secret deck 2, card 10) 


Labyrinthauros: 
+ Mazemace (Secret deck 2, card 12) 
* Glimmer Shroud (Secret deck 2, card 13) 


Temenos: 
+ Pyramidion (Secret deck 5, card 46) 


Pursuer: 
+ Nail Spear (Secret deck 2, card 17) 
* Vulture Mask (Secret deck 2, card 18) 


Cyclonus: 
* Right Maulfist (Secret deck 5, card 47) 
* Left Maulfist (Secret deck 5, card 48) 


Chimera: 

+ Muck Virus (Secret deck 5, card 50) 

* Remembrance (Secret deck 5, card 49) 
+ Jaws of the Lion (Secret deck 5, card 51) 


Nietzschean: 

+ Umbral Virus (Secret deck 5, card 175) 
Fumeblade (Secret deck 5, card 178) 
Necroxiphos (Secret deck 5, card 177) 
Elephantine Armor (Secret deck 5, card 176) 
Cowl of Char (Secret deck 5, card 53) 

The End (Secret deck 5, card 54) 


+ + + + + 


Burden: 
+ Leg Khopesh (Secret deck 5, card 52) 
+ Sisyphus's Burden (Secret deck 5, card 60) 


Oracle: 


+ Eye of the Watcher (Secret deck 8, card 84) 
+ Paradox (Secret deck 8, card 85) 


Harpy: 
* Right Talon of Doom (Secret deck 8, card 86) 
+ Spherecast (Secret deck 8, card 87) 


Sun Descendant: 


*- Icarus Lot (Secret deck 8, card 88) 
+ Icarus’s Fall (Secret deck 8, card 89) 


Important: Guaranteed Loot does get added to the Argo Armory, 
meaning you can use it in your campaigns! (though you probably- 
will need to ascend it first...) 
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PRIMORDIAL CORES 


You may be tempted to ascend your Guaranteed Loot immediately, 
but it may be a better idea to reforge it first. It is worth finding out 
(by checking the Production Technology cards from a correspond- 
ing Cycle) if the & card you just earned is used as a crafting com- 
ponent for a more powerful item. If it is, then the Mnestis Theatre 
gives you an alternate way of reforging these artifacts. 


Whenever you score a Critical Wound on a BP III card that under 
normal circumstances would give you a Primordial Core, you may 
instead immediately craft a % card that requires a Unique ¢ card 
dropped by the Primordial you are fighting, without paying any ad- 
ditional crafting costs. 


MNESTIS GEAR 


The toughest Mnestis Battles will award you special Mnestis Gear! 
These are possibly the most powerful items in the game! Re- 
member, these are restricted to the Mnestis Theatre; you cannot 
use these in normal campaign Battles (they'd probably trivialize 
them...). 


NYMPHS 


The Mnestis Theatre is a very odd place. As already mentioned, 
it cannot simulate the unknowable nature of the Nymphs, making 
their Summoning during Mnestis Battles impossible. However, the 
Mnestis Theatre can attract the attention of the Nymphs, especial- 
ly those that may have never visited the Argo before. 


Therefore, some Mnestis Battles will unlock new Nymph Summon- 
ings for your campaigns. These Nymphs may have been attainable 
during normal play, but they were missable. Now you have a chance 
to gain them again! And yes, you can use these Summonings during 
normal campaign play! 


MNESTIS BATTLE DIAGRAMS 


Generally, for Mnestis Battles you use the Primordial Battle Sce- 
narios from the Storybooks. For Adversaries and Boss Primordials 
use their regular Battle setup, not the final narrative Battle Scenar- 
io. Some Mnestis Traits may introduce alternate Battle Diagrams. 
You can find these on the next page. 
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SKYSEER TITAN EXPANSION 


And finally, we come to the strangest Mnestis Theatre reward of 
them all. One that should not exist. And yet, it's there, for all those 
who dared to reach out towards the sun and grasp at it during the 
funding campaign... 


When you win the appropriate Mnestis Battle, if you have the Sky- 
seer Expansion, read the following paragraph: 


You enter the Mnestis Theatre and the machina does the rest, con- 

juring up scenes most fantastic. You inhabit your roles and the 
play starts. Everything goes the way it always does: you battle 
the dreamt-up Primordial, an impossible challenge but a marginal 
risk, a way to hone your skills and discover new tactics. 


As the monster falls to its imaginary death, something unexpected 
happens. The Mnestis lights dim and go out, and the scene dissi- 
pates before your very eyes. You're back in the Theatre chamber, 
for you never truly left. It was all shadowplay. 


And yet, amongst you, a fifth Titan now stands, one you do not rec- 
ognize, but that clearly dons an Antikratos Helm. Their giant fleshy 
wings spread wide, like a shroud. Their coarse skin has endured 
much hardship, and is both sunburned and windswept. 


An inscription on the helm reads: child of the Icarcore, the seer not 
of time, but of place. But what does that mean? 


Gain 1 Skyseer Titan and the Skyreach and Horizon's Edge & cards. 
All of these can be used outside of the Mnestis Theatre as well. 


SKYSEER TECHNOLOGY 


The Skuseer Technology describes the way you can create more 
Skyseer class Titans. This Technology can be used during any of 
your campaigns (meaning the Skyseer Titan is not restricted to the 
Mnestis Theatre). Below, you'll find the rules for Skyseer Breeding. 


Skyseer Breeding: Lose 2 Dreamwalker Titans to note the Skyseer 
Event on the Timeline, 20 days from now. When you resolve this 
event, gain a Skyseer Titan. You cannot use this ability again until 
you resolve this event. 


Instant Drop: Lose 1 Ascended Core and 1 Dreamwalker Titan to 
immediately gain a Skyseer Titan. 


HEKATON LEVEL 8+: 


Required tiles: 


= 2x City 
Ful 11x Column 


| --- 2x Labyrinth I 


-- 2x Labyrinth L 
1x Labyrinth O 
" 2x Labyrinth Z 


CYCLONUS LEVEL 84-: 


Required tiles: 


48: 2x Fortified City 
AP 1x Spartan River Works Z 


S 5x Spartan River Works 1x1 


5xSpartan River Works 1x4‏ מ 


ERE 3x Spartan River Works 1x5 


BURDEN LEVEL 54-: 


Required tiles: 


СЦЕ 3x Black Glacier 1x5 
2x Black Lake 


9x Column 


3x Large Cliff O 


Wap 


s 


4x Small Cliff I 


3x Small Cliff L 


5x Small Cliff Z 
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MASTER INDEX 


This index includes all rules found in this Rulebook, as well as in all 3 Storybooks. Unless noted otherwise, all page numbers refer to this 
book. All references to the Storybooks are explicitly denoted. 


AA Limit: p. 55 


Ability: see Ability Usage, p. 60; see also: 
Technology Usage, p. 18; Terrain Abilities, 
р. 68 


Ability Window: see First Ability Window, 
p. 49; see also: Second Ability Window, 
р. 54 


Acclimation: see Performing Acclimations, 
p.16 


Action: see Movement Action, p. 47; see 
also: Combat Action, p. 48; Free Actions, 
p. 54; Complicated Actions, p. 54 


Active abilities: p. 60 


Adjacent: p. 33; see also: Typical Targeting 
Instructions, p. 37 


Advanced Jump: see Jump in Cycle II Sto- 
rybook, p. 7 


Advanced Reflex: see Reflex, p. 66 


Advanced Reinforce X: see Reinforce X, 
p. 66 


Advancement Step: p. 17 
Adventure Phase: p. 25 
Adventure Terrain: p. 31 


Adversary: see Moving the Adversary, 
p. 16; see also: Adversary Movement in 
Sparta in Cycle II Storybook, p. 5 


Afflictions: see Afflictions and Boons, 
р. 57; Cycle II Storybook, p. 7 


After Attack: p. 44 
Aftermath: see Battle Aftermath, p. 55 


АІ card: see Draw Al, p. 37; see also: AL 0 
in Cycle II Storybook, p. 5 


AI Suppress: see Suppress, p. 67 


Ambrosia: p. 58; for Terrain keyword see 
p. 68; see also: Ambrosia Ability cost in Cy- 
cle II Storybook, p. 7 


Ambrosia Limit X/+X: p. 58 and p. 63 


Appear behind: see New Primordial move- 
ment Types in Cycle II Storybook, p. 6 


Appear in front: see New Primordial 
movement Types in Cycle II Storybook, p. 6 


Archive: see Removing elements (archiv- 
ing), p. 62 

Argo: p. 9; see also: Argo Sheet, p. 9 

Argo Abilities: p. 55 

Argo Armory: see Crafting Gear, p. 19 
Argo Fate: see Basic Argo Stats, p. 9 
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Argo Knowledge: see Basic Argo Stats, 
p.9 
Argo-bred Titans: see Titan Breeding, 
p. 19 


Argo Upgrade: see Cycle II Storybook, p. 8 


Argonaut: p. 10; see also: Argonaut Sheet, 
p. 10 


Argonaut Possession: see Titan Posses- 
sion, p. 65 


Armor: see Gear Cards, p. 45 

Armor Re-roll: see Cycle II Storybook, p. 7 
Armor Roll: p. 42 

Armor-piercing: see Cycle II Storybook, 
р. 7 

Ascended: p. 63 

Assist X: see Cycle III Storybook, p. 8 

AT (Aeon Trespass): see Power Roll, p. 50 
Atemporal: see Cycle III Storybook, p. 9 
Attachment: see Gear Cards, p. 45 


Attack: see Primordial Attack, p. 40; see 
also: Combat Action, p. 48 


Attack dice: p. 33; see also: Dice, p. 8 
Attack Re-roll X: p. 63 

Auto-black X: see Cycle III Storybook, p. 8 
Auto-break X: p. 63 


Awakening Lock: see Cycle III Storybook, 
p.8 
Awakenings: p. 59 


Backwards Momentum: see Cycle III Sto- 
rybook, p. 5 


Basic Traits: p. 36 
Battle Board: p. 33 
Battle Phase: p. 33 
Battle Scenarios: p. 33 
Battle Sequence: p. 35 
Battle Setup: p. 34 


Battle Track: see Evolution and Battle 
tracks, p. 34 


Black Breath: see Cycle II Storybook, p. 7 
Black X: see Cycle II Storybook, p. 7 


Bleeding: see Cycle III Storybook, p. 5; see 
also: Bleeding X in Cycle III Storybook, p. 8 


Bleeding Limit X/+X: see Cycle III Story- 
book, p. 8 


Blindspots: see Basic Traits, p. 36 


Block X: p. 63 


Board Edge: p. 33; see also: Terrain key- 
word list, p. 68 


Bonus Attacks: p. 56 


Bonus Power: see Offensive Gear Stats, 
p. 46 


Boons: see Afflictions and Boons, p. 57 
Boundless: p. 68 

BP card: see Draw BP Card, p. 49 
BP Suppress: see Suppress, p. 67 
Break X: p. 63 

Burden: see Cycle III Storybook, p. 8 
Burn: see Cycle II Storybook, p. 7 
Bypass: p. 63 

Campaign Round Sequence: p. 12 
Campaign Setup: p. 11 

Captives: see Cycle II Storybook, p. 8 
Carving X: p. 63 

Casualties: p. 56 

Chain Break: p. 43 


Charge: see Other Gear stats and qualities, 
p. 46; see also: Argo Ability Charges, p. 55; 
Nymph Summonings, p. 22 


Chasm: p. 68 


Chimera Pushback: see Cycle II Story- 
book, p. 5 


Choice Matrix: p. 25 

Choosing a random element: p. 8 
Clue cards: p. 21 

Clutch: see Cycle III Storybook, p. 8 


Combined Attack: see Cycle III Storybook, 
p39 

Combo: see Cycle II Storybook, p. 5 
Combo-Breaker: see Cycle II Storybook, 
p.7 

Commit: p. 63 

Conditions: p. 57 

Constant abilities: p. 61 

Consumed: see Cycle III Storybook, p. 5 


Consumed by Rage: see Cycle II Story- 
book, p. 7 


Cooldown: see Technology Ability Cool- 
down, p. 19 


Core: see Gaining Primordial Resources, 
[os BS) 


Cover: p. 68 


Crash: p. 63; see also: Primordial Move- 
ment Through Titan Spaces (Crash) on 
p. 40 


Cretan City: see Cycle І Storybook, р. 5 
Crew: see Basic Argo Stats, p. 9 


Crippled Titans: see Cycle II Storybook, 
p. 6 

Crit: see Crit Die, p. 49; see also: Primordi- 
al Responses, p. 51; Crit Evade, p. 41 


Cumbersome: p. 63 


Cycle: see What is Aeon Trespass: Odys- 
sey?, p. 3 


Danger: see Triskelion, p. 11; Gaining Dan- 
ger over “9” p. 43 


Daze: see Cycle II Storybook, p. 7 
Deadly: p. 63 


Death: see Death in Battle, p. 56; see also: 
Argonaut Death, p. 10 


Death Blows: p. 57; see also: Resources 
for Death Blows, p. 55 


Death by Fate: see Cycle III Storybook, p. 5 
Death X: see Cycle IIl Storybook, p. 8 
Defectors: see Cycle II Storybook, p. 8 
Despair: see Cycle I Storybook, p. 5 
Destructible: p. 68 


Diagonal Movement: see Cycle III Story- 
book, p. 7 


Dice: p. 8 

Dice Re-rolls: p. 8 

Diplomacy: p. 23 

Discarding: p. 62 

Displace: p. 63 

Diversion: p. 63 

Divine Surges: p. 23 

Dodge: p. 63 

Doom: see Progress and Doom, p. 9 
Doom Step: p. 21 

Doomed: p. 63 

Double Wound: see Wound Stack, p. 52 
Dread: see Cycle I Storybook, p. 5 
Dreams of Pharos: p. 28 


Echoes of Recollection: see Cycle III Sto- 
rybook, p. 6 


Effective Range: p. 48 
Elation X: p. 63 


Elevated: see Cycle II Storybook, p. 7; Cy- 
cle III Storybook, p. 8 


Encounter Step: p. 17 


End of Battle: see Other Round Timing 
Rules, p. 56 


End Step: p. 22 


Erased from existence: see Cycle III Sto- 
rybook, p. 5 


Escalate X: p. 63 


Escalation: see Performing Escalation, 
p. 52; Full Escalation Chart, p. 53 


Evasion: see Evasion Roll, p. 41; see also: 
Defensive Gear Stats, p. 46 


Events: see Story Events, p. 21; Special 
Events, p. 29 


Evolution Track: see Evolution and Battle 
tracks, p. 34 


Evolving: see Cycle II Storybook, p. 7 
Exhaustable gear: p. 62 

Exhausting: p. 62 

Expedition Step: p. 16 


Exploration card: see Resolving an Explo- 
ration Draw, p. 15 


Exploration Step: p. 15 

Exposed: p. 68 

Facing: see Primordial Facing, p. 40 
Faction: see Diplomacy, p. 23 


Fail Trick: see Trick in Cycle III Storybook, 
p.8 

Fate: see Triskelion, p. 11; see also Fate Ef- 
fect Triggers, p. 44 


Fate Armor: see Cycle III Storybook, p. 8 
Fate Re-rolls: p. 8 

Fated Boxes: p. 32 

Fated Mnemoses: p. 30 

Fatigue: p. 62 

Fear: see Cycle I Storybook, p. 5 

Fire X: see Cycle II Storybook, p. 7 

First ability window: p. 49 


Flexible abilities: see Constant Abilities, 
p. 61 


Forced Vault: see Vault, p. 67 
Fractured: see Cycle III Storybook, p. 7 
Free Action: p. 54 

Frenzy: see Cycle II Storybook, p. 6 
Front: see Primordial Facing, p. 40 
Frontlines: p. 63 


Frozen Time: see Cycle III Storybook, p. 7 
and 9 


Full hit: see Attack Roll, p. 49 
Full miss: see Attack Roll, p. 49 


Gaia-born Titans: see Titan Breeding, 
jo. 19) 


Gain: p. 23; see also Gain/Loss Mitigation, 
p. 24; Voluntary Gain, p. 24; Gaining as 
a Group, p. 24 


Game elements: p. 7 


Game Phases: p. 7 


Gated: see Gated Abilities and Effects, 
p. 46 


Gear Ascendancy: see Cycle II Storybook, 
p. 8; Cycle III Storybook, p. 5 


Gear cards: p. 45; see also: Crafting Gear, 
jp» 10) 


Gear slots: p. 46 


Gear trait categories: see Cycle II Story- 
book, p. 6 


Generic tokens: p. 58 
Glaciate: see Cycle III Storybook, p. 5 
Godforms: see Awakenings, p. 59 


Going Beyond: see Cycle Ш Storybook, 
p.9 

Group: see Gaining as a Group, p. 24; 
Group Test p. 31 


Hardened: see Cycle II Storybook, p. 7 
Hatred: see Cycle II Storybook, p. 6 
Heal: p. 63 

Heartseeker: p. 63 

Hide: p. 63 

Hope X: see Cycle III Storybook, p. 8 
Hub Adventures: p. 26 

Hull: see Basic Argo Stats, p. 9 

Ignore and Disable: p. 7 


Immediate effects: p. 7; see also: Structur- 
al Technologies, p. 18 


Improved Rush: see Rush, p. 67 
Incinerated: see Cycle III Storybook, p. 5 
Indestructible: p. 68 

Inhabited: p. 68 

Inspire X: see Cycle II Storybook, p. 7 
Instant Death Effects: p. 57 

Instead: p. 7 

Instinct: p. 51 


Involuntary: see Involuntary Movement, 
p. 48 


Inward Odyssey: p. 27 


Judgement: see Primordial Attack Types, 
p.41 


Jump: see Cycle II Storybook, p. 7; see also: 
Primordial Movement type in Cycle II Sto- 
rybook, p. 6 


Katharsis: see Resolved Mnemos and 
Katharsis, p. 30 


Keywords: p. 63; see also: Terrain Key- 
words List, p. 68 


Knockback X: p. 63; see also: Unavoidable 
Knockback, p. 36 


Knockdown: p. 64 
Kratos cards: p. 58 
Kratos Roll: p. 58 


Kratos Table: p. 45; see also: Kratos Table 
Abilities, p. 61 
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Kratos Tokens: p. 45; see also: Kratos To- 
kens and the Kratos Pool, p. 34 


Labyrinth Set: see Cycle II Storybook, p. 7 
Labyrinth tiles: see Cycle I Storybook, p. 4 
Labyrinth X: see Cycle ] Storybook, p. 4 
Land on top : see Cycle II Storybook, p. 6 
Laser Attack: see Cycle III Storybook, p. 6 


Laser Resistance X: see Cycle III Story- 
book, p. 8 


Last Visited City: p. 13 


Least Likely: see Least and Most Likely 
Argonaut, p. 32 


Lifeline: p. 64 
Line of Sight: p. 38 
Loops: see Cycle III Storybook, p. 9 


Lose: see Campaign Win and Lose Con- 
ditions, p. 10; see also: Battle Sequence, 
p. 35; Loss, p. 24 


Lumbering: p. 64; see also: Basic Traits, 
p. 36 


Map symbols: p. 14; see also: Tile Sectors, 
p. 13; Other Movement Symbols, p. 14; 
Map Symbols Key in Cycle I Storybook, 
p. 5, Cycle II Storybook, p. 7, Cycle III Sto- 
rybook, p. 7. 


Massive Danger: p. 43 
Masterwork: see Cycle II Storybook, p. 7 


Material Traits: see Gear Trait Categories 
in Cycle II Storybook, p. 6 


May: p. 7 

Mazetouched: see Cycle I Storybook, p. 5 
Mercy Rule: p. 56 

Mitigate: see Gain/Loss Mitigation, p. 24 
Mnemos Breakthroughs: p. 27 

Mnemos nodes: p. 29 

Mnemos Vault: p. 30 

Mnemoses: p. 29 

Mnestis Theatre: p. 69 

Modifier tokens: p. 58 


Moirai Mistake: see Cycle Ш Storybook, 
p. 7 
Moiros cards: p. 57 


Most likely: see Least and Most Likely 
Argonaut, p. 32 


Motivate X: p. 64 

Mount: see Cycle II Storybook, p. 7 

Move Lateral: see Cycle II Storybook, p. 6 
Move to X: see Cycle II Storybook, p. 6 
Move X: see Cycle II Storybook, p. 6 
Move-like ability: p. 48 


Movement: see Primordial Movement, 
p. 38; see also: Movement Action, p. 47 
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Movement Step: p. 13 


Movement symbols: see Map symbols, 
p.14 


Muffled: see Cycle III Storybook, p. 5 


Negotiation: see Structural Technologies, 
p. 18 


Nymph Summonings: p. 22; see also: 
Summonings in Battle, p. 60 


Obol: see Obol (and Obol Draw), p. 42 
Obscuring: p. 68 

Obstacle: p. 68 

One-way canals: see Cycle II Storybook, 
p.5 

Opening X: p. 64 

Out of Reach (OoR) Evade: p. 42 
Overbreak X: p. 65 

Paradox: see Cycle III Storybook, p. 5 
Party Leader: p. 26 

Pass X: see Cycle III Storybook, p. 8 


Pattern cards: p. 47; see also: Titan Pat- 
terns, p. 20 


Peril: p. 31 
Perishable: see Cycle II Storybook, p. 7 


Permanent: see Structural Technologies, 
p. 18 


Pharos Delve: p. 28 
Potential: see Using Potentials, p. 51 
Power: see Power Roll, p. 50 


Power dice: p. 33; see also: Dice, p. 8, 
Power Dice Tiers, p. 50 


Power Pool: see Power Roll, p. 50 


Power Re-roll X: p. 65; see also Power 
Re-Rolls, p. 51 


Power Roll: p. 50 
Precise: see Cycle II Storybook, p. 7 


Precision: see Offensive Gear Stats, p. 46; 
Attack Roll, p. 49 


Primordial: p. 33; see also: Primordial 
Type, p. 34, Primordial Round, p. 35 


Primordial Attributes: p 36 
Primordial diagram: p. 35 
Primordial positioning: p. 34 


Primordial Resources: see Gaining Pri- 
mordial Resources, p. 55 


Primordial Round: p. 35; see also Primor- 
dial Round Overview, p. 36 


Primordial Sheet: p. 35 

Priority Target: p. 38 

Prisoners!: see Cycle II Storybook, p. 6 
Progress: see Progress and Doom, p. 9 


Projects deck: see Technology Cards, p. 17 


Provoke: p. 65 

Pull X: p. 65 

Pushback X: p. 65 

Pygmalion Stones: see Cycle II Storybook, 
p. 7 

Quantum: see Cycle III Storybook, p. 8 
Quantum Eye: see Cycle III Storybook, p. 9 
R&R Adventures: p. 27 

Rage: see Triskelion, p. 11 


Range Attack X: see Primordial Attack 
Types, p. 41 


Ranged X-Y: p. 66 

Reach X: p. 66 

Reactions: p. 54 

Rear: see Primordial Facing, p. 40 


Reference: see Structural Technologies, 
p.18 


Reflex: p. 66 
Refugees: see Cycle II Storybook, p. 8 
Reinforce X: p. 66 


Reinforced Destructible: see Destructible, 
p. 68 


Removing: see Removing elements (archi- 
ving), p. 62 


Reposition X: p. 66 
Research: p. 17 


Resistance Hideouts: see Cycle II Story- 
book, p. 7 


Resolution Order: p. 7 


Resources: p. 19; see also: Resolving an 
Exploration Draw, p. 15; Gaining Primordi- 
al Resources, p. 55 


Responses: see Primordial Responses, 
p. 51 


Restricted (Trait): p. 66 

Retirement: see Argonaut Retirement, p. 10 
Retreat: p. 57 

Rewind: see Cycle III Storybook, p. 8 


River: see River space in Cycle I Story- 
book, p. 5 


Rocksteady: p. 67 

Roll Out: see Cycle II Storybook, p. 7 
Rouse X: see Cycle II Storybook, p. 7 
Routine: see Signature and Routine, p. 36 
Rules Precedence: p. 7 

Rush: p. 67 

Sacrifice: p. 67 

Save: see Structural Technologies, p. 18 
Saving the Campaign: p. 22 

Scale: p. 67 

Sealed: see Cycle III Storybook, p. 5 


Second ability window: p. 54 
Second Chance: p. 67 


Self Combo-Breaker: see Combo-Breaker 
in Cycle II Storybook, p. 7 


Sequential Attack: see Primordial Attack 
Types on p. 41 


Set abilities: see Cycle II Storybook, p. 7; 
see also: Bleeding Set in Cycle III Story- 
book, p. 5 


Shaded: see Cycle III Storybook, p. 8 


Signature: see Signature and Routine, 
p. 36 


Simultaneous Attack: 
Attack Types, p. 41 


Single Wound: see Wound Stack, p. 52 


see Primordial 


Sisyphus Tears: p. 57 

Skills: see Argonaut Skills, p. 11 
Slippery: see Cycle III Storybook, p. 8 
Solace: p. 67 

Spaces: p. 33 


Spartan Stronghold: see Cycle II Story- 
book, p. 7 


Special Events: p. 29 


Speed: see Main Attributes (Titan), p. 45; 
Main Attributes (Primordial), p. 36 


Spiral X: see Cycle III Storybook, p. 8 
Spotlight: p. 67 

Stalwart: p. 67 

Standard Preparations: p. 34 


Start of Battle: see Other Round Timing 
Rules, p. 56 


Stepping Stone: see Cycle II Storybook, 
|07 

Story Adventures: р. 26 

Story cards: see Story Step, p. 20 

Story Step: p. 20 

Strangers: see Cycle I Storybook, p. 5 
Succor: see Cycle III Storybook, p. 8 


Summonings: see Nymph Summonings, 
р. 22 


Sun Attack: see Cycle Ш Storybook, p. 7 
Superior Reflex: see Reflex, p. 66 


Superior Reinforce X: see Reinforce X, 
p. 66 


Support: see Gear Cards, p. 45 
Suppress: p. 67 


Target: see Targeting, p. 37; see also: Typ- 
ical Targeting Instructions, p. 37 


Technology: see Research, p. 17; see also: 
Technology Usage, p. 18 


Teleport: see Teleporting Titans in Cycle III 
Storybook, p. 5 


Temporal Reflex: see Cycle III Storybook, 
p.8 

Terrain: p. 67; see also: Adventure Terrain, 
p. 31; Climbable Terrain in Cycle III Story- 
book, p. 9 


Test: see Adventure Tests and Rolls, p. 31; 
see also: Tests in Battle, p. 60 


The Strong Eat: see Cycle II Storybook, 
p.8 

Tides of Fate: p. 56 

Tile sectors: p. 13 


Time Anchor: see Backwards Momentum 
in Cycle III Storybook, p. 5 


Time Portals: see Cycle III Storybook, p. 8 

Time Wound: see Cycle III Storybook, p. 7 

Time-clocked: see Cycle III Storybook, p. 8 
Timeline: p. 9 

Timeline events: p. 14 

Timeline Step: p. 14 

Tireless: p. 67 

Titan: p. 33 

Titan breeding: p. 19 


Titan crafting: see Titan Crafting Using 
Primordial Cores, p. 20 


Titan Possession: p. 65 


Titan Round: p. 44; see also: Titan Round 
Overview, p. 47 


Titan Sheet: p. 44 
Titan turns: p. 47 
To hit: see Main Attributes, p. 36 


Total Power: see Resolve the Power Roll, 
p.51 


Trading: p. 18 


Traits: see Primordial Traits, p. 36; see 
also: Other Gear Stats and Qualities, p. 46; 
Mnemos Cards, p. 29; Gear Trait Catego- 
ries, Cycle II Storybook, p. 6 


Trample: see Cycle I Storybook, p. 5 
Transform: see Cycle II Storybook, p. 7 


Transforming weapons: see Cycle II Sto- 
rybook, p. 8 


Trap: p. 68 
Trauma Draw: p. 42 


Trauma Growth: see Resolving a Fated 
Mnemos and Trauma Growth, p. 30 


Trauma Level: see Raising Trauma Level in 
Cycle III Storybook, p. 7 


Trauma Table: p. 45 


Trauma Trick: see Trick in Cycle III Story- 
book, p. 8 


Treasure: p. 68 


Tree of Knowledge: p. 69 and p. 74 


Trespass: see Awakenings, p. 59 
Trick: see Cycle Ш Storybook, p. 8 


Trigger: see Fate Effect Triggers and Other 
Effect Triggers, p. 44 


Trireme Argo Abilities: see Cycle II Story- 
book, p. 8 


Triskelion: p. 11 and p. 45 
Tumble: p. 67 

Turn: see Titan Turns, p. 47 
Unexhausting: p. 62 
Unique: p. 65 


Unoccupied: see Cretan City space in Cy- 
cle I Storybook, p. 5 


Vantage Points: p. 59; see also: Vantage 
Point Levels in Cycle III Storybook, p. 9 


Vault: p. 67 


Voluntary: see Voluntary Gain/Loss, p. 24; 
see also: Voluntary Movement, p. 48 


Voyage Phase: p. 13 
Weakspots: see Basic Traits, p. 36 


Weapon: see Gear Cards, p. 45; see also: 
Defensive Weapons, p. 41 


Weapon Class Traits: see Gear Trait Cate- 
gories in Cycle II Storybook, p. 6 


Weighty: see Cycle II Storybook, p. 7 


When: see Other Round Timing Rules, 
р. 56 


When you are about to: see Other Round 
Timing Rules, p. 56 


Win: for Campaign, see Campaign Win and 
Lose Conditions, p. 10; for Battle, see Bat- 
tle Sequence, p. 35 


Window of Opportunity: p. 43 

Wise Providence: p. 57 

Wound Stack: p. 52 

Wish Armor: see Cycle III Storybook, p. 8 


Wound Trick: see Trick in Cycle III Story- 
book, p. 8 


Wounds: see Main Attributes, p. 36 


Zone Attack: see Primordial Attack Types, 
p.41 
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TRISKELION 


Rage О) increases each time you attack, giving you access to addi- 
tional abilities from the Kratos Table. Whenever your О becomes the 
highest of any Titan, gain the ©) Priority Target token. A О of more 
than 9 means death. 

Use Fate QD to get re-rolls for Attack Rolls, Evasion Rolls and Skill 
tests, as well as to pay for powerful abilities. High Q may enable ad- 
ditional negative effects. A QJ of more than 9 means you must draw 
a Moiros card. You cannot use (И to re-roll Power dice. 


You gain Danger (А when you are attacked and from suffering other 
negative effects. А (А of more than 9 usually causes an Obol Draw. 


BASIC 4 KRATOS 2 TOKENS 


Opening token '&: Each Opening token in the Kratos Pool adds +1 to 
each of your dice results during an Attack Roll. 


Break token V: Each Break token in the Kratos Pool turns 1 A into 
1 M during your Power Roll. 


CAMPAIGN X ROUND; SEQUENCE 


Movement Step (always): Move the Argo onto a new tile (p. 13). 
Timeline Step (always): Advance the Timeline (p. 14). 
Exploration Step (always): 

1. Resolve Exploration symbols (p. 15). 

2. Draw two stacks of cards from the Exploration deck (p. 15). 

3. Move the Adversary (8) (p. 16) 

4. Perform an Acclimation (if applicable). 


Expedition Step (conditional): If on a tile with an adventure or R&R 
symbol, consult the Adventure Table and resolve an adventure (p. 16). 


Encounter Step (conditional): If there are any Timeline Battles or 
Battle Events on the Timeline, resolve them (p. 17). 

Advancement Step (optional) Craft Gear, resolve Advancement 
Events, develop new Technologies and use existing ones (p. 17). 


Story Step (conditional): If there are any Story Events on the Time- 
line, someone has an unresolved Mnemos Breakthrough or the Story 
progression has been triggered, resolve them (p. 20). 


Doom Step (conditional): If there are any Doom Events on the Time- 
line or the Doom progression has been triggered, resolve them (p. 21). 


End Step (always): If you are on an Unexplored tile, it becomes 
Explored (p. 22). 


TITAN ZX ATTACK , SEQUENCE 


. Declare Attack and Active Weapon (p. 48) 
. Raise Rage C) and check &) Priority Target (p. 49) 
. Attack Roll (p. 49) 
. First Ability Window (p. 49) 
. Draw BP card (p. 49) 
. Power Roll (p. 50) 
6.1. Create the Power Pool 
6.2. Roll the Dice 
6.3. Power Re-rolls 
6.4. Use Д Potentials 
6.5. Resolve the Power Roll 
7. Primordial Responses (p. 51) 
8. Wounds and Escalation (p. 51) 
9. Clear the Kratos Pool (p. 54) 
10. Second Ability Window (p. 54) 
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STANDARD , BATTLE , PREPARATIONS 


Battle Board: Place the Battle Board in the middle of the table. 


Decks and tokens: Shuffle the Trauma decks, the Kratos deck and 
the Moiros deck. Place all decks in the designated spaces and place 
Kratos tokens, Attack dice and Power dice within reach of all players. 


Argonauts: Each player places their Argonaut Portrait and Mnemos 
cards in front of them. 


Triskelions: Each player places their Triskelion near their other com- 
ponents. The Triskelion does not reset at the beginning of Battle; you 
start with the Triskelion stats you've accumulated over the course of 
the other Phases. 


Titans: Each player chooses the Titan they will control from the avail- 
able Titans. If at least four Titans are available, each Argonaut must 
control one Titan. Note: It does not have to be the same Titan they 
controlled in the previous battle. Remember: You cannot take more 
than one Titan of the same Argo-bred class into Battle. 


Gear Loadouts: Each Titan has limited € card slots: two weapon . 

& slots, two support G slots and one armor Ф slot. А symbol 
in the upper left corner of a € card denotes which slot it occupies. 
You cannot equip WW cards that would exceed the available slots of 
your Titans. Each Titan can only have one copy of the same support 


card.‏ ל 


Argo Abilities: Players choose the Argo Abilities they want to use 
during the upcoming Battle. You may use as many Argo Ability cards 
as your Argo Ability (AA) Limit allows. Place the Argo Abilities you 
have chosen next to the Battle Board, along with the indicated num- 
ber of Charge tokens. 


Primordial: Place the Primordial Sheet of the Primordial you are 
about to battle in the designated space near the Battle Board. Place 
its Routine and Signature cards in the corresponding spaces. Take all 
of this Primordial's AI cards and divide them into three decks num- 
bered I, II and III (you'll find the roman numeral on the back of the 
cards). Do the same for the Primordial's BP cards. Then place the AI 
I and BP I decks on the appropriate spaces on the Battle Board. Place 
decks П and Ш directly below. These are Escalation decks. Find the 
Trait cards for any Traits that are not described on the Primordial 
Sheet and place them nearby as a reference. 


Terrain and Titan Placement: Find all the Terrain cards and Terrain 
tiles used in the Battle. Place the Terrain cards near the Battle Board 
and the Terrain tiles on the Battle Board, according to the Battle Dia- 
gram. Remember to place additional Adventure Terrain, if noted (see 
p. 31). Place Titans on Titan Starting Positions as indicated by the 
diagram. Then proceed to Primordial positioning. 


RES CARD 4 ATT 


1. Draw Al: Draw the top card from the AI deck (p. 37). 

2. Targeting: Decide who or what becomes the Target of the Attack 
(p. 37). 

3. Movement: Resolve any Primordial moves (p. 38). 

4. Attack (p. 40): 


4.1. Evasion Roll: Attempt to evade the Attack (p. 41). 
4.2. Attack Consequences: Resolve Attack effects and a Trauma 
Draw (p. 42). 


5. After Attack: Resolve all After Attack effects (p. 44). 


14+ Д: Add the You died horribly card to the Obol deck. 


18+ Д: Add the Your gruesome death becomes legend card to the 
Obol deck. 


21+ (A: Add the Your death transcends reality card to the Obol deck. 
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THE MOST POPULAR 
IN-GAME SYMBOLS 
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